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FIREPOWER BATTLE MANUAL 


‘STOP! Do not read this until after you have read the Basic Game Rules, It is 
‘a good idea to become thoroughly familiar with the Basic Game before moving 


‘on to the more detailed and complicated versions of the game found here. 


THE ADVANCED 
GAME RULES 


INTRODUCTION TO THE 
ADVANCED GAME— 
SIMULATION NOTES 

‘The Basie Game provides a quick und con- 
venient method of “getting into” the game 
and learning the most important mechanics, 
‘After the Basic Game is mastered, the Ad- 
vanced Game is much easier to learn and 
understand, Only after becoming comfort 
able with the Advanced Game should any 
Optional Rules be tried. This gradual learn- 
ing process makes the entire game package 
easier t0 assimilate and use, Using the Ad- 
vanced Gume and Optional Rules makes 
FIREPOWER a very detailed game system. 
Mastering this system enables a player t0 
“ygame"* any comparable xeale modern 
action, even, with a litte research, types of 
tetions and countries other than those in- 
cluded in this game package. 


‘As players begin using the Advanced Game 
Rules, and even more so as many of the Op- 
tional Rules are adopted, they will find that 
the game system in many important ways 
simulates actual combat situations as op- 
posed to the ‘Hollywood’ version of these. 
same events. The way this is done and the 
reasons it was done in this way may at frst 
be puzzling, because warfare is anything but 
logical, Firefights are brutal and terrifying 
experiences for the soldiers involved, who 
may also be suffering from fatigue and the 
effects of a preliminary bombardment, and 
many “‘everyday"” and seemingly “logical” 
‘concepts have to be changed for a proper per- 
spective, Although « large number of books, 
articles, manuals, and interviews were used 
in researching this game, among them were 
‘two sources that consistently presented many 
Of the basic ideas for the version of combat 
presented in this game. These sources were 
the works of S.L.A. Marshall (especially his 
classic Men Against Fire), and Stouffer, et 
al's The American Soldier, Combat and its 
Aftermath, a multi-volume psychological 
look at combat and the attitudes of Ameri- 
can combat troops in World War Il. The con- 


clusions of these sources are substantially 
backed up by every good first-hand account 
‘of modern ground combat, although most 
‘other works are more concerned with a broad, 
sweep of what happened rather than a 
Getailed analysis of why it happened the way 
itdid, 


‘These works emphasize the ‘‘emptiness”” of 
‘moder battlefield where a good look at the 
‘enemy of even at most of one’s comrades is 
rare, the small percentage (20-30%, or even 
Jess) of the soldiers who do anything effec- 
tive during an action, the fear and confusion, 
‘and the short duration (usually « few minutes, 
‘or less) of an actual ground combat (random 
firing can continue for some time, forces may 
‘be regrouping, and the combat may be 
repeatedly renewed, but a few minutes are 
usually enough to settle immediate victory 
‘or defeat). All major modern battles consist 
of hundreds or thousands of separate com- 
buts of the types presented here as scenarios, 

‘Success depends on the efforts of a handful, 
of individuals among those engaged, called 
“nutural fighters" by Marshall, Many mod= 
cer training techniques attempt to develope 
such soldiers, and every army awards medals, 
for encouragement and makes efforts to pro- 
mote these "natural fighters” to positions of 
leadership (squad leaders, assistant squad, 
Jeaders, and weapon team leaders) to stimu- 
late the others to participate. “Friction” and. 
“fog of war’ are endemic in low level tac~ 
tics (even worse than in the higher levels of 
command, since the danger is more immedi- 
fate, constant, and personal), und squad 
“drills break down rapidly under fire (more 
or less so depending on the troop quality and. 
training), Small units, such as squads, are 
“primary groups" where the members are 
often friends, and very close knit. When the 
shooting starts, a soldier is very reluctant to 
abandon his buddies, but may’ still take no 
effective part in a combat. Soldiers in com- 
bat spend most of their time hiding and 1ook- 
ing. Even “‘natural fighters" get scared, 
confused, or may just be looking in the 
wrong direction at the wrong time. Combat 
‘veterans confirm this, Ax one former squad 
Jeader (Army, Vietnam War) told me, “Once 
the shooting started, nobody would do any 
thing until I went over and personally kicked 
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them in the but,"” Another, (Marine, Korean 
War) mentioned. "The first time we came 
Under fire, the sergeant hud to move around 
and personally tell each man that he was sup- 
posed to be firing back.” Some crazy things 
happen in actual combat, and ean occur in 
this game, Gamers who think of warfare as 

ries of carefully orchestrated maneuvers 
will have to adjust their thinking to play this, 
‘game effectively, Lucky breaks and oppor- 
tunities for one side will be intermixed with 
the same for the other side in a patternless. 
‘manner, Seizing one's own opportunities 
while minimizing the other side's opportu- 
nities isthe crux of successful play of F/RE- 
POWER, Some soldiers will emerge ws 
“sheroes"", while others. will- accomplish 
nothing, but this is the nature of the beust 
called modern ground comb 


The “squad” atthe start of World War L was 
an organization primarily useful for adminis 
tration and close order drill, The twetical im- 
pact ofthe massive firepower available from 
the new weapons of 914—1918 was starting. 
‘The traditions of centuries of close order 
fighting by massed troops died hard, but, by 
the end of that war a transformation had 
tuken place, and squads were being trained 
and organized around one or more automatic, 
uund/or heavy weapons as independent 
maneuver elements within larger formations. 
‘This very revolutionary tactical concept was 
adopted by all major powers by the start of 
‘World War Tl. This marks the beginning of 
‘modern ground combat’, and, in its essen- 
tial, is the system still used today. The squad 
otganizations and tactics of the Second 
World War, along with the more publicized 
use of armor and sirpower, made the con- 
duct of ground actions, even though many 
‘ofthe weapons were the sume, vastly differ- 
cent from actions in previous wars, 


Since 1945, attempts have been made to in- 
crease the’ effective firepower of squads. 
During World War II it was found that the 
automatic rifleman or light machinegunner 
jn a squad was more effective compared to 
other squad members than the difference in 
firepower would suggest. At short ranges this, 
could also be noted in soldiers armed wi 

submachineguns. Research indicated that 


these men had confidence in their ability to 
‘dominate their immediate front with their su- 
perior firepower, and this confidence in- 
creased their effectiveness. Equipping every 
infantryman with a bulky light machinegun, 
is impractically expensive and submachine- 
guns lack range, so other weapons were 
examined. Today, the long-range bolt action, 
rifles and the short-range submachineguns of 
the 1940s have been largely superseded by 
“assault rifles" that feature selective rates 
of fire for either long-to-medium-range sem 
automatic fire, or automatic fire for short- 
to-medium ranges. Since the mid 1960s, there 
has also been a steady trend towards smaller 
caliber bullets, such as the 5.56mm of the 
M-l6 Rifle, These smaller, lighter bullets 
cable soldiers to carry more ammunition (a 
key consideration with the rates of fire now 
available to the average soldier), and, since 
they have a reduced recoil, are capable of 
‘more accurate automatic fire. Most armies 
still back up these weapons with powerful 
light machineguns, but the latest trend is, 
towards lighter, more compact, and shorter 
‘ranged light machineguns that share the same 
ammunition as the rest ofthe squad. This use 
of smaller caliber or reduced power bullets, 
(uch as those employed in the AK Rifle and 
RPD and RPK light machinegun series, 
which use carbine bullets) reduces the effee- 
tive ranges of the standard infantry weapons, 
and has resulted in the increasing use of 
powerful, specialized sniper rifles to provide 
accurate firepower beyond 300—400 yards. 
Infantry flexibility and firepower have also 
grown through the lavish inclusion of anti- 
lank weapons and/or specialized grenade 
launchers or improved rifle grenades, and 
through improved mobility and survivability. 
Since the 1950s, most squads have been 
equipped with an armored personnel carrier 
(“APC”) to replace their World War H-era 
trucks or half-tracks. These APCs provide 
all-round protection from small arms fire and 
shell fragments for the safe delivery of fresh 
infantry squads to the battlefield. A more re- 
cent trend has been to the infantry fighting 
vehicle (“IFV"") which is more heavily 
armed and armored than a standard APC to 
provide fire support for the dismounted 
squad, and also has firing ports to allow the 
infantrymen to fire from inside the vehicle, 
‘Starting with the Korean War (1950— 1953) 
there has also been a spread in the use of 
body armor by individual soldiers. The is 
tended net effect of all the changes since 
World War II is to provide the individual 
soldier with confidence in his ability to sur- 
vive and to dominate his own front with fire- 
power, thus encouraging more soldiers to 
‘behave like “‘natural fighters". Overall, 
Judging from the results in recent and cur- 
rent wars, this does not seem to have hap- 
pened, although the still small percentage of 
“natural fighters"” now have the means to be 
more effective than their earlier counterparts. 
‘The FIREPOWER game covers what hap- 
pens afer the artillery barrage hus lifted, and 
the airstrikes have done their worst. Com= 
bat at this level emphasizes the twin problems. 
of survival in an environment of automatic 


and explosive weapons (accomplished by 
spreading out and keeping out of sight), and 
control (most easily accomplished by keep- 
ing together und in sight—suicidal, if 
spotted). The game system demonstrates that 
zno modern ground combat situation can be 
divorced from the fog of war and the 
problems of small unit tactics—what should 
bbe done and what can be done may be very 
different in practice. If desired, a player can 
easily move and/or fire every soldier one or 
more times during a Turn, just the same as 
ina game where every unit can be moved 
and fired every Turn. This game's system 
Of sequence units simply breaks this down 
into parts of a Turn. Keep in mind that the 
Impulse Phases are nor units of time 
(although they obviously average five to ten 
seconds cach), but merely determine the ord- 
er in which events occur. The number of se- 
‘quence units and Impulses per Impulse Phase 
of a squad show its degree of training, ex- 
perience, and morale. A better squad can ae- 
complish more in a given Turn. The 
randomness of drawing the sequence units 
tnd the limited number of things that ean be 
done during exch Impulse Phase ure the heart 


provide unique challenges for even the most 
"hardened" wargame commanders. 


‘The Advanced Game Rules introduce new 
concepts and procedures that are absent in 
the Basie Game. This gives a more complex 
and detailed game that is much easier to un- 
derstand and learn if the Basic Game Rules 
are already well understood. The Advanced 
Game Rules, in most cases, simply add to 
the Basic Game Rules, or supplement cer- 
tain sections. Many of these rules simply ex- 
plain charts and tables—it is suggested that 
these be found and examined as the rules ex- 
plaining them are read. All Basic Game Rules 
still apply to the Advanced Game, unless 
otherwise stated. 


ADVANCED AND OPTIONAL COMPO- 
NENTS; These components were not 
covered in the Basie Game Rules, as they are 
needed only with the Advanced and/or Op- 
tiomil Rules 


PLAYING PIECES; Some units may 
represent different things in different games, 
depending on their identification in the 


of this game asa simultion of realty, and scenario 
ADVANCED INFORMATION UNITS: 
HEIGHT UNITS 
1 5 a 13, 
aN REVERSE. aim OR ss REVERSE 22 
t i u 31 
CRATER UNITS RUBBLE UNITS: 
SINGLE DOUBLE 
® oR & REVERSE as, 
[ ae 
FLAME UNITS(OP) SMOKE UNITS TURRET UNITS(OP):Reverse is blank. 


REVERSE 


OR 


‘VEHICLE AND WEAPON UNITS (OP): 
‘The reverse shows vehicles or weapon units 
of the opposing side. 


FRONT | —& 
TSMSL) DEMOLITION CHARGE 
i) ‘UNITS(DMC) 


FRONT 


LARGE CREW 
WEAPONS(LCW) 
SMALL VEHICLESSMY) pce yEHICLESLGV) (A weapon unid) 
= 301 
FRONT, 
‘SMV Low 


DEFENSIVE UNITS: These represent for- 
tifications and obstacles when placed on the 
‘mapboard. 


WIRE UNITS(WIR) 


DOUBLE WIRE(WR) UNITS 


ABATIS( 


REVERSE 


BLOCK(BLK) UNITS 


(ABS) OR ROADBLOCK(RBL) UNITS 


BRIDGE UNITS 


yon 


Hex | REVERSE 


FOXHOLE(FX or SFX) UNITS 


{or 


PILLBOX(PBX) OR 
CAVE(CAY) UNITS sg 


ILLUMINATION UNITS 
(An Information Unit) 


‘THE BATTLE MANUAL: This contains 
all the rules for the more complex versions. 
of the game, us well as the scenarios, 
‘THE GAME CARD: ‘The Game Card con- 
tains the most-used charts and tables needed 
to play the Advanced Game and the Option- 
al Rules. 

THE WEAPON CARDS: The two 
‘Weapon Cards contain WEAPON CHARTS, 
for firing the various weapons, including the 
VEHICLE WEAPON CHARTS. 

THE VEHICLE CARD: This card con- 
tains the VEHICLE CHARTS on both sides. 
‘THE BUILDING CARD: This card con- 
tains floor plans for the upper levels of the 
buildings on panel “4” of the mapboard. 
‘THE OFF-BOARD CARD: If not already 
done, cut this card into two identical Hold- 
ing Box Cards. These are backed by the Basie 
Game Card (not needed for the Advanced 
Game) and a sample CHARACTER SHEET 
(Gee Option 22.). 


8, ADVANCED GAME SETUP AND 
PREPARATION FOR PLAY 


8.1 SCENARIO SELECTION: Select a 
scenario from the scenario section of this 
BATTLE MANUAL, Most scenarios can be 
played using only the Advanced Game Rules. 
Al specific information needed to set up and 
play a scenario is given in the Scenario For- 
mat or individual scenario sections. 


8.2 ADVANCED MAPBOARD SETUP— 
‘TERRAIN DEFINITION: In the Advanced 
Game, terrain may vary from game to game, 


REVERSE 


BUNKER@KR) UNITS 


REVERSE 


- es 


‘TRENCH (TRN) UNITS 


r 


TOWER(TWR) UNITS 


‘DOOR 


DITCH UNITS 
(A Defensive Unit) 


and information detailing terrain identifica- 
tion, heights, and values is given in the in- 
dividual scenarios. The mapbourd pancls 
should be placed with the locations of the 
panel identification numbers matching those 
on the accompanying diagram in the 
scenario. 

8.2.1 MULTI-LEVEL BUILDINGS: The 
upper floors of the buildings on mepbourd 
‘panel 4 appear on the Building Card, which 
should be placed near the mapboard for 
scenarios using multi-level buildings on map- 
board panel 4, Soldiers located on these 
"upper floors are removed from the mapboard 
and placed in the appropriate hexes of the 
upper floor plans, which are identified by a 
letter that matches the identifying letter of 
the building on the mapboard, and a num- 
ber identifying the story, For example, floor 
plans A2"* and *'A3” on the Building Card 
‘are the second and third floors of building 
“A”. For single-story buildings, ignore the 
stairs—consider them to be part ofthe walls. 
Note that buildings "“G” and “H™ are joined 
‘on their second floor by a baleony with a wall 
that juts out over the pavement below, and 
building ““O" includes balconies with walls, 
that are an outdoor part of the third floor. 
8.2.2 TERRAIN HEIGHTS AND. 
DEPTHS: A terrain feature may represent 
various heights or depths, depending on the 
scenario information. A’ “height’” in the 
game equals two to four actual feet, an 
Average of three actual feet. For example, a 
hill defined as being three heights high is 
‘actually about nine feet high per contour 
level. The depths of depressions are just the 
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reverse—a depression that is four heights 
deep is about twelve actual feet below the 
normal ground level. Various heights and 
depths can be indicated by plucing height 
lunits in one of the terrain feature’s hexes. 
‘The number on the height unit facing in 
direction "1" (referring to the mapboard’'s 
directional hex) shows the height, of, for 
depressions, the depth of the terrain in 
“heights”. Height units need only be placed 
to avoid confusion; in most cases players can 
simply remember the heights and depths. In 
the Advanced Game, each contour level of 
a hill adds to a hill’s total height. For exam 

pile, hill "A" is 3 heights high while hill 
“BY, which has two contour levels, is 2x3 

6 heights high. 


DIRECTION “)"* 


The heights of hills, depressions, fences, 
luees, hedges, building walls, roadblocks, 
and anything else that is unusual is given in 
the scenarios. Most of the hexes on the map- 
board are defined as ‘“O" height, unless 
otherwise listed. 

8.2.3 BUILDING AND ROOF 
HEIGHTS: For buildings, heights are given 
for the walls of each story. Windows are con- 
sidered to be one height high, starting one 
height above the floor of their story. Doors 
are considered to be two heights high, start- 
ing withthe floor of their story. Soldiers may 
bbe moved through open doors or windows. 
For game purposes, all roofs are considered 
to be flat, and add no height to the building 


walls 
8.2.4 LOOPHOLES: These are wall open- 
ings too small to be moved through, They 
are found in pllboxes, bunkers, sandbagged 
towers, and may also be found in building 
walls, if so defined in a scenario. 

8.2.5 DOORS AND WINDOWS: A de- 
fender with buildings may start game with 
doors and/or windows open or closed, as 
desired. An attacker with buildings must start 
with all doors and windows open (see 11.1.9 
for marking doors and windows), 


8.3 DETERMINING SIDES: The choice 
of sides in a game can be determined in any 
agreeable manner. 

8.4 THE HOLDING BOX CARDS: A 
side using vehicles or defensive units such 
as pillboxes, bunkers, towers, foxholes, or 
‘trenches, should take a Holding Box Card 
and place it near the mapboard 


8.5 SQUAD ORGANIZATION, LEAD- 
ERS, AND EQUIPMENT: The scenarios 
show the organization of the soldiers into 
“ squads". In reality, different armies have 
different designations for these basic com- 
bat orgunizations, the most common alter- 
nate term being “section”, but, for game 
purposes, all such organizations, including 
all attached soldiers, weapons, and/or vehi- 
cles, are called "squads"’. An “organization 


list™, divided by squads if there is more than 
fone on a side, must be made on paper to 
show the major personal weapon carried by 
‘each soldier with that soldier's identification 
number, For each squad, also note which 
soldier units represent the “‘leaders”” 
(officers and senior noncoms—all referred to 
5 “officers” in these rules, squad leaders, 
‘and assistant squad leaders)~the number of 
each for a squad is given in the scenarios. 
‘The equipment carried by each soldier must, 
‘also be listed—unlike the Basic Game each 
soldier does not carry an unlimited number 
of hand grenades or ammunition for many 
‘weapons, although still consider that un- 
limited quantities of *“L.”” ammunition are 
carried. In many cases, there is also an as- 
sortment of ammunition types that can be 
fired from the same weapon or are available 
‘as versions of the same grenade, The player 
has the choice of which type or types ise, 
‘and must decide when the organization list 
is prepared, These can be listed using 
breviations discussed in the Scenario section 
of this BATTLE MANUAL. For example, 
the listing below shows that soldier "3°" is 
armed with REL Sas a major personal 
‘weapon, is the squad leader ("5"), has body 
armor ("BDA"), and also carries three 
HGN4 (wo are of the "G" type, and one 
is of the "M’" type) and BNC ("binoculars") 
as equipment, 
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Equipment is marked off as used during a 
ume, Ifnecesary, any desired solders may 
bbe used as weapon or vehicle crews. 


8.6 GAME, WEAPON, AND VEHICLE 
CARDS: The BASIC GAME FIRING and 
MOVEMENT FACTOR EXPENDITURE 
CHARTS ure not used in the Advanced 
Game. They are replaced by the charts and 
tables on the Game Cards, and by the infor: 
‘mation on the various’ WEAPON. and 
VEHICLE CHARTS (the Vehicle Card is 
needed only with the Optional Rules). These 
cards should be kept handy for reference dur- 
ing play 


8.7 CRATER UNITS: Crater units 
represent the effects of any “preliminary 
bomburdment™ that took place before the 
‘game started, They are placed by the Atiack= 
ing player in uny desired hexes except water 
or building hexes before anything else is, 
placed on the mapboard, Crater units show- 
ing one eriter are treated as depressions 

1" height deep, and crater units show- 
1g tWo craters are treated as depressions 
2" heights deep. These depths are 
calculated from the normal height of the hex. 
Both depths of craters are also considered 16 
be rough terrain. The Defending player may 
not set up any units in crater hexes. 


8.8 DEFENSIVE UNITS: The scenarios 
give defensive units that are set up by the 
defending player at the same time as the rest. 
Of his units. Note that in some hexes (tree, 
fence, etc.) a direction unit must be placed 
with the defensive unit (or secretly marked) 


tw show which side of the hex contains the 
unit (see 12.7), With the exceptions of tun- 
nels (which run under a hex) and mines, n0 
defensive units may be placed in building 
hexes ora hex which contains unother defen- 
sive unit. These may not be moved during. 
a game, ? 
8.8.1 IN OR OUT OF DEFENSIVE 
POSITIONS: For foxholes, trenches, 
bunkers, pillboxes, caves, and towers, show 
that a soldier is “in” the defensive position 
by placing the soldier in the matching num- 
‘bered hexagonal ‘*box" on the Holding Box 
Card. Facing (any direction or directions al- 
lowed) is done with reference to the dire 
tion ‘*1”” arrow on the Holding Box Card and 
direction ‘*1"" on the mapboard, Soldiers in, 
these hexes, but not ‘in’ the defensive po- 
are left in the mapboard hex, Other 
defensive units are treated as turning their 
hexes into new types of terrain, 


8.8.2 FOXHOLES AND TRENCHES: 
‘These represent dug-in positions, and may 
be used by either side once placed. They may 
not be placed in pavement or paved road 
hhexes. Soldiers must climb to get in or out, 
of foxholes or trenches, 

8.8.2.1 FOXHOLE UNITS (DFX,SFX) 
‘These are identified in the scenarios as be- 
ing either deep" (DFX = **~2"" heights) 
or "'shallow <1" height). A 
deep or shallow foxhole unit can provide 
“EL cover and‘ +1" concealment for up 
to four soldiers of one side 

8.8.2.2 TRENCH UNITS (IRN): A trench 
is essentially a series of connected deep fox- 
holes, and ar heights deep. A trench 
ean provide "+1" cover and "+1" con: 
‘cealment for any number of soldiers 


8.8.3 WIRE AND DOUBLE WIRE 
UNITS (WIR,DWR): These represent 
barbed wire entanglements. A wire or dou- 
ble wire hex may not be entered by soldiers 
or vehicles that are not tracked, 

8.8.4 BUNKERS AND PILLBOXES: 
‘These represent concrete or stone fortifica- 
tions, and may be used by either side, once 
placed, They must be placed with the door 
side of the unit facing w hexside. A soldier 
‘may climb on top of a bunker or pillbox when 
in the hex, Soldier may enter or exit a pill- 
box or bunker only through the door. Vehi- 
cles may not enter a bunker or pillbox hex. 
8.8.4.1 BUNKER UNITS (BKR): A 
‘bunker unit can provide cover (loopholes or 
doors) and concealment for any number of 
soldiers, There are considered to be loop- 
holes facing in all directions except the door 
hexside. Bunker loopholes are considered to 
bbe one to two heights above the floor, and 
can be used by standing or crouching 
soldiers. 

8.8.4.2 PILLBOX UNITS (PBX): A pill 
‘box unit ean provide cover (a loophole) and 
concealment for up to four soldiers of one 
side. Soldiers inside a pillbox may be faced 
in any direction, although they may only be 
fired out of the “front’™ (the hexside oppo- 
site the door) loophole. Pillbox loopholes are 
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considered to be one height high, and ean be 
used only by crouching soldiers, 


8.8.5 ABATIS, BLOCK, DITCH, AND 
ROADBLOCKS: These units represent ob- 
stacles that change the terrain in a hex, 
8.8.5.1 ABATIS UNITS (ABS): These 
represent rows of sharpened stakes and/or in- 
tertwined branches that slow down advanc- 
ing soldiers (double movement costs to enter 
hex). 
8.8.5.2 BLOCK UNITS (BLK): These 
represent a bartier of concrete obstacles that, 
prevent vehicle movement. These hexes may 
not be entered by vehicles, but soldiers in, 
these hexes have **+1"" cover in all direc 
tions, the obstacles being '*1” height high. 
8.8.5.3 DITCH UNITS (DCH): These 
represent anti-vehicle ditches, are essentially 
depressions with steep sides, and are con- 
sidered to occupy the entire hex. A ditch may 
not be entered by vehicles. Soldiers may 
enter and exit only by climbing—a standard, 
ditch is considered to be **~5" heights dee 
8.8.5.4 ROADBLOCK UNITS (RBL): 
These represent a barrier (usually made of 
logs or paving blocks), and are treated the 
same as a fence hex ‘'3” heights high. The 
unit should be placed to show what hexsides 
the roadblock connects, as shown below: 
THIS ROADBLOCK CONNECTS THESE 
HEXSIDES 


8.8.6 TOWER UNITS (TWR): These 
represent wooden watchtowers that may be 
(if stated in the scenario) reinforced and fur- 
ther protected by sandbags. They can pro- 
vide cover (loopholes if sandbagged) and 
concealment for up to eight soldiers of one 
side, Tower loopholes are considered to be 
1" "2" helghts above the floor, and may 
be used by crouching or standing’ soldiers. 
‘Their floors are considered to be “5” hei 
above the ground, with the roof being " 
heights above the floor, for a total height of 
“8, Stairs (not shown on the unit) connect 
floor and ground and are used to enter or exit 
the tower from or to any direction through 
1 door in the floor (which can be open or 
closed). 


8.8.7 CAVE UNITS (CAV): These repre- 
sent cave mouths and/or the entrances to tun- 
nels, These may be placed only in hexes with 
‘height hexside going at least “3°” height 
‘above the unit, with the front (or ‘mouth’ 
‘of the cave opposite the height hexside, as, 
shown below: 


erate Hexsivé OF 
(ascK OF care) 


TUNVEL COULD AE 
ore 0 Hs | 


Interior cave height is defined to be “ 
heights from floor to the top of the opening, 
so soldiers may stund inside a cave. Soldiers 
inside a cave may only fire out the “front”. 
Caves provide cover ("+1") and conceal- 
ment for any number of soldiers. For out- 
side the eave, consider that the hex is a hill 
heights higher than the hex's nor- 


8.8.8 TUNNELS (TNL): There are no tun- 
‘el units. During set up, the defending player 
secretly records the hex numbers of any 
below ground tunnels, Tunnels may run un- 
der any hexes, but every tunnel hex must 
connect to the back of a cave hex or another 
tunnel hex, although otherwise they may be 
laid out as the defending player desires. A 
tunnel hex may hold up to four soldiers of 
fone side, and is "1" height high—soldiers 
‘must be prone or crouching to enter a tun~ 
nel hex, Soldiers in a tunnel must have their 
hhex number, posture, and facing direction 
number noted on scratch puper. 


9 MINES (PMN,VMN): There are no 
‘mime units. Mines may be placed in any non- 
water hexes, During set up, the defending 
player secretly records the hex numbers in 
‘hich cach mine included in the scenario is, 
located, No more than one mine may be 
placed in the same hex, For Claymore mines 
(PMN2), facing direction must also be noted, 
1s well as six possible trip wire hexes or & 
trigger hex (see 12.4.4,1.2 for uses). The 
trigger hex may be uny hex up to ten hexes 
range from the mine hex. ‘The trip wire hexes 
‘may be any six contiguous hexes starting and 
ending no more than twenty hexes from the 
mine hex. 


8.9 BRIDGE UNITS: These represent 
bridges and may be placed singly or linked 
together over mapboard low spots, The 
“originating hexes", linked by a bridge, 
must be of equal height, as shown below: 
BRIDGE SPANS THESE LOWER HEXES 


ORIGINATING 
HEX 


ORIGINATING 
HEX 
‘The height of the bridge floor is the same 


height as the originating hexes. A bridge is 
also one height thick below the floor. 


Soldiers crossing a bridge are placed on top 
of the bridge unit, and soldiers moving under 
the bridge are placed under the bridge wnit. 
Treat bridges as paved hexes for movement. 


9, ADVANCED GAME SEQUENCE 
OF PLAY 


‘The Advanced Game sequence of play is the 
same as for the Busic Game, with the addi- 
tion of 9.3, below. However, depending on 
the scenario played, the number of Turns, 
the number of sequence tits per side, and 


the number of Impulses per Impulse Phase 
‘can vary, and may even be different for each 
side or for different squads on the same sie. 
9.1 VARYING SEQUENCE UNITS AND 
IMPULSES: The number of sequence units 
‘and Impulses per Impulse Phase is a meas- 
ure of a squad’s morale, training, and ex- 
perience. In cases where both sides have 
different numbers of sequence units, simply 
‘use the appropriate number for each side. In 
‘eases where different squads on the same side 
have unequal numbers of sequence units, 
designate certain lettered sequence units a5, 
‘not applying to squads with the lesser num- 
bers. For example, if a side has one squad 
allowed 4 sequence units, and another squad 
allowed onty 3 sequence units, sequence unit 
"A" could be designated as applying only 
to the first squad, but not to the second 
squad, 

9.2 MULTIPLE SQUADS: In scenarios 
where a side has two or more squads, each 
gots its designated number of Impulses when, 
8 sequence unit for the side is drawn, For 
example, if a side has two squads, each 
allowed 2 Impulses per Impulse Phase, each 
‘squad is allowed 2 Impulses when a sequence 
unit for that side is drawn, An Impulse 
allowed for one squad cannot be used by 
soldiers of another squad, although officers, 
may “activate’” members of another squacl 
(see 11.4), If soldiers from different squads 
are used to crew the same weapon, an Im- 
pulse from each squad is required to use the 
crewmen together, The controlling player 
‘may tise the Impulses for each of his squads 
in any desired order, intermixing them, if 
desired (exception: see Option 17.3). 

9.3 REMOVAL OF ILLUMINATION 
AND SMOKE UNITS: This is added to the 
‘Turn Record Phase, All illumination units 
are removed from the mapboard. All smoke 
‘units that were not started during the Turn 
Just ended ate also removed from the map- 
bbourd at this time, 


10. ADVANCED GAME GENERAL 
PROCEDURES AND RULES These all 
play apart ina number of different ways dur 
ing a game, 


10.1 CREWED WEAPONS: A weapon 
unit (LCW or MSL) represents only the 
‘weapon itself, not a soldier with the weapon 
LCW weapon units require a “erew"” of 
soldiers (each of these “‘crewmen"” has a 
‘major personal weapon, and may also be 
‘carrying equipment) to be stacked with them 
to be moved and/or fired. To show that a 
soldier is part of u LOW unit's crew, stack 
the crewmen under the weapon unit—other 
soldiers in the hex stacked on top of the 
‘weapon unit are not part of the crew. Many 
‘major personal weapons also require a crew 
for full efficiency, although this erew in- 
cludes the soldier with the weapon. Crew 
‘membership is shown the same us for weapon, 
units, by stacking the erewmen under the 
soldier unit (who is also part of the crew) 
with the weapon. Crewmen must also be fac 
ing in the same direction as the weapon's unit, 
‘and not be Stunned or Inactive to be an ef- 
fective part of a crew. Crewmen must ‘ac- 
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quire" to become part of a crew and 
“discard” to leave a crew (see 1.1.6.2) 
Soldiers may become crewmen only on 
‘weapons that require two or more crew. 
MSL Weapon units require a crewman to be 
‘with the contro! box (Which is extra equip- 
ment and written down, not @ unit) and not 
necessarily with the missile unit, as many 
missiles can be fired with the crewman in a 
different hex than the missile (sce 12.4.6). 
10.1.1 WEAPON FIRING CHOICE: A 
crewman may be used to help fire the weapon, 
‘erewed, or may be used to operate its own, 
‘major personal weapon or some other equip- 
‘ment , but not both during the same Impulse, 
{As long as a soldier remains part of a crew 
any movement factor loss caused by the 
‘weapon applies, even if another weapon is 
fired. The movement factor loss also applies 
daring any Impulse in which the weapon is 
discarded, but not during an Impulse in 
which the weapon is acquired, 
10.1.2 EFFECTS OF CREW LOSSES: 
Crews may be larger than required (only 
minimum crews are given—many weapons 
actually have larger table of organization 
‘erews), but, if smaller thun listed (see the 
‘Crew Columns on the WEAPON CHARTS), 
reductions in mobility and/or firepower can 
result, 
10.1.2,1 CREW LOSS MOVEMENT 
EFFECTS: For each crewman less than the 
listed number, the maximum number of 
‘movement factors available to the remaining, 
crewmen is reduced by “*~1" (this is in ad 
dition to any normal reduction, if any, caused 
by the weapon), 
10.1.2.2 CREW LOSS FIRING EF- 
FECTS: For automatic “L"'weapons requir- 
ing two or more crewmen, if only one 
crewman is left, the rate of automatic fie is 
reduced to a maximum of only one burst. For 
sapons that fire "A", C", SE", "GC", 
1H”, 8", U", of “W"" ammunition und 
require two or more crewmen, a lone crew= 
rman must “load” the weapon separately (see 
11.4.12), This information is summatized in 
the GREW LOSS EFFECTS CHART on the 
Game Cards. 


10.2 ENTERING AND EXITING THE 
MAPBOARD: Some scenarios require units 
to enter and/or exit the mapboard, When 
centering the mapboard all units of a squad 
must enter at the same time, Consider that 
the off-bourd units are anywhere just off the 
mapboard side designated in the scenario, 
‘and any edge hex on that side may be entered 
atthe normal movement factor expenditures, 
When entering, all units of a squad may be 
‘moved, ignoring any Impulse restrictions for 
the Impulse Phase when entry takes place, 
‘but no units of an entering squad may be fired 
dluring that Impulse Phase. To exit the map- 
board a unit must be in an edge hex and fac- 
ing off the mapboard. A further movement 
factor expenditure to enter a new clear hex 
exits the unit. Units may exit individually. 
‘Once exited, a unit may not re-enter the map- 
bbourd. Units may enter and/or exit the map- 
board only on sides designated by the 
scenario. 


10.3 BUILDING WALL OR VEHICLE 
UNIT HEX DIRECTION: As with fence 
‘and hedge hexes in the Basic Game, a unit 
in a building wall hex must have the side 
located marked with a direction unit. Mark. 
with a direction unit the same as for a fence 
or hedge hex, but note that some building 
walls have many possible sides, and oral ex- 
planations for clarification may sometimes 
bbe useful. Similarly, when Option 19. is, 
used, units must be marked to show which 
side of a vehicle hex they oveupy (ie., up to 
four possible sides for a xmall vehicle—see 
Option 19.3,1.1.1 


10.4 TREE, WELL, AND STUMP 
COVER DIRECTIONS: Unlike the Basic 
Game, a soldier ina tree, stump, or well hex 
in the Advanced Game is not automatically 
covered in all directions. A direction unit 
must be used for soldiers in these hexes to 
show which side of the possible cover they 
occupy, 

10.4.1 COVER SIDES: The soldiers inthe 
examples below are on the sides as shown 
by the direction units. Cover is provided 
‘against fire oF blast coming in lines of sight 
over the two thickened hexsides, but not 
from other directions. 


RIGHT SIDE LEFT SIDE 


ul 


10.4.2 COVER REAR: The soldier in the 
‘example below is to the rear ofthe tree trunk. 
Cover is provided ugainst fire or blast com- 
{ng in lines of sight over the three thickened 
hexsides, but not from other directions, A 
soldier in this position may not be used to 
fire a major personal weapon but may be 
used as part of a crew, ifanother crew me 

bber (located on one side) is used to fire. 


10.4,3 CHANGING COVER SIDES: 
Once placed, an Impulse must be used 10 
change sides on a tree, stump, or well hex, 
‘even if no movement fuctors are expended. 
10.4.4 COVER STACKING LIMITS: No 
more than one soldier may be on any one of 
the sides of a tree, stump, or well hex, one 
soldier per side, and get cover as shown 
above, Additional soldiers on the same side 
have no cover (when a number of soldiers 
are on the same side, the one at the bottom 
of the stuck is the one covered). Crewmen 
oon different sides of a tree may be used 
together to operate a weapon or to move it, 
10.4.5 TREE CONCEALMENT: ‘Tree 
concealment is still provided in all directions, 
including a soldicr "Up" a tree (however, 
an “Up” posture soldier in a tree hex gets 
no cover in any direction) 


10.4.6 TREE STUMP AND WELL CON- 
CEALMENT: Hexes may be designated in 
‘a scenario to be “tree stump" hexes. These 
represent trees that have been cut down, leav- 
ing only the stump. A tree stump or well is 
“T°” height high, provides cover in lines of 
sight a5 explained above, but provides no 
concealment. 


10.8 ADVANCED GAME _POSTURES 
AND POSTURE HEIGHTS: 

10.5.1 THE UP POSTURE:In the Ad- 
vanced Game there is an additional posture, 
"Up", which is marked using the "U” side 
of a posture unit, An Up posture shows a 
soldier that has climbed a fence, wall, tree, 
or elevation level hexside, and is marked 
using both the "“U" side of a posture unit 
‘and a height unit to show the Height. For 
example, the soldier below is "5°" heights 
up a tree 


LP) t 


10.5.2 HEIGHT BY POSTURE: Soldiers 
have a height depending on their posture, 
‘Standing soldiers are "2" heights, Crouch- 
ing soldiers are “"1'" height, and Prone 
soldiers are *“0" heights, In all cases, these 
heights are to the soldier's “head"’—eep in 
‘mind that while a Standing soldier's head is 
"2" heights, his feet are at “0” height, A 
soldier's weapons and equipment are 
normally considered to be at the same height 
as the “head”, Note that a Crouching ot 
Prone soldier in « deep foxhole or a Prone 
soldier in a shallow foxhole will usually be 
tunable to fire (except at higher targets) 
10.8.3 POSTURE/SPEED_ COMBINA- 
TIONS: Soldiers, unless riding on or in 
vehicles (see Option 19.) may not be marked 
with both a Speed unit and a posture unit. 
‘A soldier that enters four new hexes, then 
{goes Prone, Crouch, or Up is marked only 
with the posture unit, 


10.6 ADVANCED UNIT SPEEDS: More 
speeds can be shown using the speed units 
than is covered in the Basic Game Rules by 
changing the facing of a speed unit, as shown, 
below: 


*}- 


RUNNING: 4-6 new hexes were 
entered. 


[SPEED INCREMENT S(Slow): 
Oz |7-9 new hexes were entered (only 
YW |nceded with vehicles). 


[SPEED INCREMENT M(Medi- 
@> |um): 10-12 new hexes were entered 
4 _}(only needed with vehicles). 


£ |SPEED INCREMENT F (Fast): 
Oe 113 or more new hexes entered 
only needed with vehicles). 


10.7 INTERPRETING THE WEAPON 
CHARTS: These six charts contain informa- 
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tion that supersedes the BASIC GAME FIR- 
ING CHARTS. The charts display the 
individual information needed to move and 
use the weapons and equipment. A single 
chart serves asa reference for all units of that 
type on the mapboard. Obviously, these 
charts are not exhaustive, but do show the 
‘most common und/or important weapons in 


1) CHART IDENTIFICATION: This 
identifies the types of weapons and equip- 
‘ment covered in the chart 
2) TYPE UNIT (OR EQUIPMENT): 
Different nations use various designations for 
their weapons and equipment. For game pur- 
poses, these are divided by function and size, 
‘anid the designation may not match the "“offi- 
cial” nomenclature (ie... rifle caliber 
machineguns on tripods are classed as light, 
‘medium, and heavy machineguns in various 
nations—here they are all classed as medi- 
‘um machineguns). Each weapon is also num- 
bered for identification, This letering and. 
‘numbering system is used to set up scenarios, 
rather than listing the full names of the 
‘weapons and equipment. Abbreviations used. 
in this column are explained below: 
BDA: Body Armor, This extra equipment 
is a light-weight protective vest that offers, 
some protection to the wearer, 
BPD: Bipod. This personal equipment 
may be attached to rifles for greater 
stability when firing prone. Some rifles 
and all light machineguns (marked "bi- 
pox’ in parenthesis next to the weapon, 
name) always have this equipment. 
BNC: Binoculars, This extra eq 
aids sight when the Umpired Ga 
Option 18.) is played. 
CBX: Control Box. This extra equipment 
controls missiles 
DMC: Demolition Charge. This extra 
‘equipment is used to destroy walls, 
fences, and/or defensive units 
FTR: Flamethrower. These fire a stream 
of burning fuel, Use a TR soldier wnit. 
GMG: General Purpose 
These fire bullets of rifle « 
30 of 7-8mm) and may be variously 
‘mounted. A LMG soldier unit is used if 
the weapon is listed in the scenario as a 
LMG (in this case it has a bipod mount), 
or a MMG soldier unit is used if the 
‘weapon is listed in the scenario as a MMG 
(in this case it has a tripod mount). For 
example, GMG2 will be listed in a 
‘scenario as MMG2 or LMG2, depending 
‘an its mounting, never as GMG2. 
GLR: Grenade Launcher. This fires 
grenades 30-4Omm diameter, Use. a GLR 
soldier unit. 
HGN: Hand Grenade. This extra equip- 
iment is a small explosive projectile that 
is thrown by hand. 
HIG: Hand/Rifle Grenade, This extra 
equipment can be used as a hand or rifle 
grenade, 
LCW: Large Crew Weapon. These are 
heavy recoilless rifles that require a large 
crew. Use a LOW weapon unit. 
LMG: Light Machinegun. These fire rifle 
‘or carbine (less powerful rounds) caliber 


bullets and have bipod mounts. Some of 
these are versions of rifles with a bipod 
and a heavier barrel, Use a LMG soldier 
unit, 
LPL: Light Portable Launcher, This type 
Of extra equipment consists of a dispos- 
able rocket launcher. 
‘MMG: Medium Machinegun. These fire 
rifle caliber bullets und are mounted on 
heavy, stable mounts (usually tripods), 
Use a'MMG soldier unit. 
‘MPL: Medium Portable Launcher. These 
are recoilless rifles and rocket launchers 
that can be easily carrried on the ground. 
Use a MPL soldier unit, 
MRT: Morar. These are small, portable, 
high angle fire weapons that can fire a 
variety of ammunition, Use a MRT 
soldier wnt, 
MSL: Missile. These are unti-tank mis- 
siles that can be guided to target, Gener- 
ally useful only at longer ranges, these are 
4 prime target for infuntry forees sereen- 
ing vehicles. Use a MSL weapon unit 
NBC: Protective clothing. This extra 
equipment is worn for protection against 
the effects of nuclear, biological, and 
chemical weapons (see Option 27), 
NST: Infrared Nightsight. This personal 
equipment can be attached to other 
‘weapons for superior visibility at night or 
in poor weather. 
PNS: Passive Nightsight, This personal 
equipment is another, newer type of 
nightsight that uses collected light or 
thermal images, 
PST: Pistol, Hand guns. Use a PST 
soldier unit, 
RDO: Radio, This extra equipment is 
used for communications (see Optional 
Rules 17.2, 18.2.4, 18.3.1, and 20.2), 
SCP: Scope. This personal equipment can. 
be tached to other weapons for superior 
shooting accuracy. 
SHG: Shotgun, This extra equipment is 
fw short range Weapon that may be used 
instead of & soldier's major personal 
‘weupon. 
SMG: Submachinegun, Those are auto- 
‘mati fire weapons that use pistol bullets, 
Use a SMG soldier unit, 
RFL: Rifle. These are the standard 
shoulder arm, usually classified as sniper 
rifles, rifles, carbines, or assault rifles, 
Use a RFL Soldier unit. 
RGN; Rifle Grenade, These extra equip 
‘ments are grenades that may be fired from 
‘weapons with a proper adaptor and using 
the proper ammunition, 
NOTE: For easy reference, defensive units 
are also listed on one of these charts. 
3) WEAPON NAME: A name designation 
for the weapon. In many cases several dif- 
ferent weapons with similar characteristics, 
are listed together. Standard bipod or tripod. 
‘mounts are listed, if present, Arming 
devices, either time fused (Fuse) or impact 
(Impact) are listed. for grenades, Some 
‘weapons, especially the larger ones, give the 
caliber, 
4) TYPE: Again, weapons are divided by 
function. Weupons that list alternate ammu- 
nition types may be used to fire any of these. 


types, at the controlling player's choice, For 
simplicity, many types of modern shells are 
abstracted and combined with similar projec- 
tiles to reduce the number of categories 
Where types are separated into a right and 
left side by a slash line, the divided hit, 
penetration, blast hit, and reliability numbers, 
will apply to the corresponding shell 
types. These are explained below: 
‘A: Armor-Piereing. A type of projectile 
designed to penetrate armor by Kinetic 
energy, 
C: Canister. A type of projectile that 
breaks up into manly smaller projectiles 
that spread over an are, 
F; Fire, Burning Fluid. 
G: General Purpose. A type of projectile 
designed to cause destructon by its high 
explosive and/or fragmentation effects, 
This category represents high explosive, 
concussion, and fragmentation projec 
tiles in the’ game, 
1H; Armor-Piercing, This version uses a 
shaped or plastic charge to penetrate 
armor with a narrow stream of gas or 
‘cause fragments from the vehicle’s inner 
walls, It also has limited high explosive 
‘and fragmentation effects in an impact 
hex. This eutegory represents such projec 
tiles as HEP, HESH, and HEA’ 
Lz Light Weapons (small arms), Shells, 
with no or very small explosive or frag~ 
‘mentation effects that depend on directly 
hitting the target to cause damage, 
M: Smoke, Shells that create smoke 
clouds for concealment, 
U: Illumination, Shells that create enough 
light to illuminate a dark night. 
W: White Phosphorus and Chemical, 
Shells that cause fires and smoke. 
5) RATE OF FIRE: Similar to the Basic 
Game. Many weapons offer selective fire, 
General purpose muchineguns ('*GMG") 
show their rates of fire when used as a light, 
‘machinegun (‘'L") or as a medium machine= 
gun (°M"), Most other weapon's aplit rates, 
of fire are automatic/semi-automatic or are. 
explained in the weapon's notes. If *1-+L" 
‘appears, an extra Impulse Phase of louding, 
4g required before firing, and **1+2L"" in- 
dlicates that wo extra Impulse Phases of load 
ing are required before firing, etc. (see 
1.1.12). Unloading these weapons requires. 
the same number of Impulses as loading. 
6) RANGE IN HEXES: As in the Basic 
Game, but with a much expanded number of 
‘weapons. Note that ranges are now carried 
ut to 100 hexes. ‘The range lines for hand 
grenades have the same meaning as in the 
Basic Game, although note that the ranges 
now vary for various types of hand grenades, 
5) BLAST This isthe “blast hit number 
for the weapon. 
8) PENETRATION: This is the weapon's, 
“penetration number'* and shows its ability 
to penetrate terrain or armor plate. For all 
but"A", “HI, and “L" ammunition, this 
is the penetration value of the blast, not of 
the projectile itself, 
9) MOVE: This is the effect of a weapon 
‘on a soldier’s movement factors. If “N", the 
‘maximum number of movement factors 
equals the soldier's “normal” allowance, If 
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«1 negative number is shown, this i the reduc- 
tion in the soldier's normal number of move- 
‘ment factors. For example, all crewmen with 
@ SPG-9 (LCW1) have their movement fac- 
tors reduced by ‘'—2", This can be cumula- 
tive, For example, if a LCWI crewman 
2") had a LMGI2 (**=1") as a major 
personal weapon, the total reduction in 
factors for this crewman would 


firing unit ean modify the die roll number 
‘when the weapon is fired. Ifan““X"” appears, 
the weapon can be fired from the given 
posture with no modifier. Ifa positive num 
ber is shown, this is the modifier to the die 
number when the weapon is fired by a soldier 
in the given posture. If dashes appear, the 
‘weapon cannot be fired from the given 
posture, Many of these are split to cor 
respond to different rates of fire, RESTS: 
Some notes indicate that fire or full rate of 
fire from the posture is ullowed onty if at 
“rest"", A weapon is at rest in a hex where 
something of the same height as the soldier 
is availuble in the hex on which to rest the 
‘weapon, For example, a Standing soldier 
("+2 heights) in a deep foxhole (""~2"" 
heights) coutd "rest" the weapon on the lip, 
of the foxhole. Note that when Standing in 
the faxhole the soldier's “head'" has reached 
height of 0", or ground level, A Crouch- 
ing soldier (‘'+1"" height) in a window 
hex(also ‘+1"" height) could rest. the 
weapon on the window sill, etc. “Up” 
soldiers may not use rest. For crew-served 
‘weapon units with crewmen in different 
postures, the controlling player may use the 
crewman in the most favorable posture for 
resolving firing. For erew-served major per- 
sonal weapons, always tse the posture of the 
soldier whose unit features the weapon. 
11) CREW: This is the minimum normal 
size crew for the weapon (see 10.1.2), 
12) IMPACT: This isthe “impact number" 
of the weapon when it hits, The numbers and, 
for “‘L" weapons are explained in 
ion 23.1.2. In the Advanced Game, if a 
sppears, for weapons with impact and 
blast zone hexes, the blast can Stun soldiers 
in the impact hex and possibly Suppress them, 
in surrounding blast zone hexes, the same as 
the hand grenade in the Basic Game Rules. 
(See 6.4.2), 
13) RELIABILITY (OP): This is the 
‘weapon's “reliability number”, and is ex- 
plained in Option 16.3.1. 
14) POINTS (OP): This is the point value 
of the weapons and equipment. Where the 
point value i split, the number to the left is, 
the point value of the weapon or equipment, 
and the number to the right isthe point value 
of a shell for the weapon (see Option 26), 
15) NOTES: The smal case leters give any 
special rules that apply to a weapon’s use. 
‘These letters appear in the charts, and in the 
‘Notes"” column, with explanations keyed 
to these letters below each chart. These notes. 
fare explained in various places throughout 
the rules. The capital letters in the “*Notes"” 
column refer to other equipment that is or 
‘may be provided with the weapon, as ex- 
plained below: 


May have a bipod (BPD) attached. 

G: Does have a rifle grenade launcher 
attached. 

May have an nightsight (NST or 

PNS) attached, 

S: May have a scope (SCP) attched. 

Y¥: Does have a bayonet attached, 


10.8 ADVANCED STACKING: This is 
the same as in the Basic Game Rules (see 
4.8), except that some limitations do exist 
(ie. only four soldiers per foxhole). These 
limitations apply only to one side—the other 
side could momentarily also have up to the 
allowable number of soldiers there until the 
melee was resolved. For example, if side 

"A" had four soldiers inside a pillbox , Side 
"B" could move up to four soldiers inside 
the pillbax for a melee. 


11. ADVANCED GAME 
IMPULSE PHASES 


‘This works generally the same as inthe Basic 
Game, but a greater variety of maximum, 
movement factors and Actions are possible. 


11,1 ADVANCED GAME ACTIONS 
AND MOVEMENT FACTOR EXPEN- 
DITURES—INTERPRETING 1 
MOVEMENT FACTOR EXPENDITURE, 
CHART: As in the Basic Game, eack 
volved private soldier may expend up to four 
‘movement factors performing 
Actions, However, leader (offi 
Teader, und assistant squad leader) ‘soldier 
units thay expend up to five movement fac~ 
tors, instead of the usual four, although lead- 
crs may still enter no more than four new 
hhexes. Costs for Actions are listed in the 
LEG MOVEMENT FACTOR EXPENDI- 
TURE CHART on the Game Cards. This is 
similar to the BASIC GAME MOVEMENT. 
FACTOR EXPENDITURE CHART, but 
with more Actions, “All” indicates that a 
‘unit must have all movement factors availa- 
ble expended to perform an Action—no 
movement factors may be expended doing. 
anything else. The possible Actions are di 
cussed below: 


11.1.1 ENTER A NEW HEX: A unit is 
moved into a new hex of any terrain from, 
aan adjacent hex. Friendly units may be 
moved through, snd speed is indicated by the 
luge oF not of a speed unit, A unit is usually 
moved into the hex directly ahead, or it may 
be “backed"’ (see 1.2.1.2). Hexes or hex- 
sides containing opposing units may be 
centered or crossed without stopping if the 
height differences or situation (ic., closed 
windows or doors between the soldiers, etc.) 
are such that no melee is possible (see 13), 


11.1.2 TURN 1-3 HEXSIDES IN A HEX: 
AA soldier's facing is changed, the same as 
in the Basic Game Rules (See 11.3.1 for an 
exception), 

11.1.3 CROSS FENCE, HEDGE, 
DOOR, OR WINDOW: A tnit is crossed 
from one side of a hex to another while re- 
‘maining in the same hex, and adjusting the 


direction unit, The door oF window must be 
“open’” to be crossed. Any number of 
soldiers may cross a door, fence (or roofless 
‘wall or roadblock), or hedge. No more than 
four soldiers may crossa single window dur- 
‘an Impulse Phase, The rules for cr0s5- 
ing open doors or windows located on 
hhexsides are the same, except that a new hex. 
‘must be entered (and the movement factors 
expended to enter it) instead of adjusting & 
direction unit. A fence, roofless wall, or 
roadblock over 2" ‘heights must’ be 
climbed—it may not be crossed. 


11.1.4 CROSS HEIGHT HEXSIDES: A 
soldier is crossed over a hill, ditch, or 
depression hexside while going up or down, 
‘The movement factors expended depend on 
the height of the hexside and the unit's 
posture, Hexsides whose total height is "11°" 
‘of more may not be erossed—they must be 
climbed. When such a "height hexside"” is 
crossed, the movement factors to enter the 
new hex must also be available to be 
expended. 


11.1.5 POSTURE CHANGE 
same as in the Basic Game, 


11.1.6 ACQUIRE OR DISCARD: Players 
‘may wish soldiers to ‘acquire’ or discard” 
‘major personal weapons, weapon units, 
equipment, or even wounded soldiers. The 
‘movement factor expenditure is per item ac- 
quired or diseurded, For example, acquiring 
‘wo different items of equipment would re- 
quire two separate Actions and movement 
Jactor expenditures, 

1.1.6.1 AQUIRE WEAPONS AND. 
EQUIPMENT: No soldier may carry more 
than one major personal weapon (exception: 
see Option 16.8), 40 to acquire a new one 
the original must first be discarded. Personal 
or extra Equipment may be acquired without 
any prior discards, Soldiers may acquire, but 
‘not use enemy weapons in the Advanced 
Game. 

11.1.6.2 CREWS: To become part of a 
crew, a soldier must have movement factors. 
‘expended to “‘acquire"’ the weapon, and, 
once part of a crew, must have movement 
factors expended to "discard" it to leave the 
‘crew. In cases where weapon units require 
Jurge crews, it is possible for surviving crew= 
nen to be so reduced that they lack the move- 
ment factors required to discard the 
‘weapon—in such a case, discarding can be. 
done for a movement factor expenditure of 
whatever is available, as long as this is the 
only Action performed. When a soldier unit 
with a erew-served major personal weapon 
isi, the weapon may be immediely tne 
ferred to a crewnun, as thas already been 
“acquired”, as Soon as that crewman’s own 
‘major personal weapon has been discarded. 
11.1.6.3 WOUNDED: If Option 23.0 is 
‘used, a wounded soldier can be picked up 
(“acquired”) or put down (“discarded”) in 
‘similar manner, without discarding the car- 
ryied soldier’s weapon or equipment, 


11.1.6.4 MARKING CASUALTY LO- 
CATIONS: Since valuable weapons and 


equipment may be important to recover from. 
casualties, players may wish to record in 
‘writing the hex number where a casualty is 
located—this preserves the location of the 
‘casualty’s weepons and equipment, 
11,1.6.5 SHOWING NEW ACQUISI- 
TIONS: When a soldier acquires a new 
major personal weapon, if necessary, swap 
the soldier unit for one showing the new 
‘weapon—be sue to transfer equipment tothe 
new soldier unit number to avoid confusion, 
‘as the new unit just represents the same 
soldier with a new weapon, Newly acquired 
‘equipment should also be written next to the 
‘acquiring soldier's number, and deleted next 
to the former owner's number. 


11.1.7 FIRE WEAPONS, FIRE GUIDED 
MISSILES, AND MELEE (COMBAT): 
Firing weapons and melee combats have the 
‘same movement factor expenditures asin the 
Basic Game, and there is stil a limit of one 
Combat Action per soldier per Impulse 
Phase. A missle is fired by the soldier with 
the control box, and expends “all’” of that 
soldier's movement factors (see 12.4.6). 


11.1.8 UP. OR DOWN ONE FLIGHT OF 
STAIRS: Stairs are used to move units from 
floor to floor in a multi-level building or 
tower. After moving the unit from one floor 
to the next, place on the appropriate build- 
ing floor plan level and hex on the Building 
Card or tower holding box on a Holding Box 
Curd to show the new location, 


11.1.9 OPEN OR CLOSE DOOR OR 
WINDOW: Closed doors or windows muy 
not be crossed. Movement factors may be ex- 
pended by a soldier to open or clase a door 
or window, if the soldier unit is inside the 
building, structure (pillbox or bunker), oF 
room (all doors are shown opened inside”), 
and in the same hex as the door or window, 
‘or ina hex that contains the hexside with the 
door or window, An open door or window 
ix designated by not being marked, Mark a 
closed door or window by placing a posture 
‘unit with the “bar” side over the door or 
‘window picture (NOTE: Record in writing, 
if there are a very large number of doors and 
‘windows variously closed or open, of, ifthe 
‘majority are closed, use the posture units to 
record the open doors and windows), 


11.1.10 BREAK OPEN CLOSED DOOR, 
HATCH, OR WINDOW ATTEMP! 
Soldiers on the outside who cannot be used 
to open normally, may attempt to ‘break 
‘open’” a closed door, hatch (on a velticle— 
see Option 19.4,3), of window (the windows 
are considered to have heavy shutters or to 
be boarded up) from the outside. The soldier 
rust be in the same hex as the closed open- 
ing, or in a hex containing the door or win 

dow hexside, facing it, and able to reach it 
(check heights). Each attempt expends move- 
ment factors, and, ifn attempt fails, more 
can be attempted, remaining movement fac 
tors permitting. The controlling player an- 
rnounces an attempt, then rolls the die. A roll 
of 1" breaks open a bunker or pillbox door, 


a roll of '3"* or less breaks open a building 
door, and a roll of *4”” or less breaks open 
window or vehicle hatch (see the BREAK- 
ING ATTEMPTS TABLE on the Game 
3nd). Once successfully broken, these open- 
ings may not be closed again, and they are 
treated as “open”. 


1.1.11 CLIMB ONE HEIGHT: A soldier 
‘may be climbed up or down a tree, or height 
hexside (higher ones must be climbed, a5, 
they may not be crossed), into or out of a 
foxhole or trench, on or off (or into or out 
of) vehicle, or up or down « building wall, 
or fence, etc. To start climbing a soldier must 
be Standing. Movement fuctor expenditures 
fare one per height for all climbs except for 
walls, fences, or roadblocks, which cost (wo 
movement factors per height. The current 
height of a climbing soldier is marked with 
aan Up posture unit and height unit, as ex- 
plained in 10.5. Climbing Up trees, walls, 
‘or fences is only possible by soldiers whose 
‘weapons and equipment do not reduce their 
movement factor in any way. “Up” soldiers 
expend movement factors for Actions using 
the Stand column, 

11.1.11.1 MAXIMUM TREE CLIMBS: 
‘A tree's height is two heights more than the 
maximum “*head’” height to which a soldier 
may be climbed in that tree. Everything else 
may be climbed to its full height or depth, 
No more than one soldier per side may be 
“‘up"* a single tree at the same time, 
11,1,11.2: COMPLETING CLIMBS: 
‘Once i climbing soldier's “feet” ure brought 
to i desired height (bottom of w depression 
‘of foxhole, top of a hill, ete) ina hex con= 
twining whatever is being climbed, the soldier 
is considered to have reached the top or bot- 
tom and no longer needs to be marked as 
climbing. On a roof, mark the soldier as both 
‘Up (to shiow roof location as opposed to be- 
ing in the same hex and inside the building) 
‘and the normal posture (Stand, Crouch, or 
Prone) with two different posture units, if 
necessury, If hexside is climbed, movement 
factors must be expended to enter the new 
hex to complete the climb. When the top of 
‘a fence or roofless wall is reached, the soldier 
may start climbing down on either side, Note 
that a rooftop may only be reached by climb- 
ing an outside wall or an inside wall in a hex. 
where the roof had been destroyed, 


11.1,12 PLOT LOADING OR UNLOAD- 
ING: Weapons that fire ammunition other 
than “L, and which require two or more 
erewmen ‘must be separatly loaded or 
‘unloaded for an extra Impulse Phase if only 
‘one crewman is available. In addition, some 
weapons (with rates of fire of “I+L", 
“142L", ete.) require separate loading and 
unloading even with a full crew. The nota- 
tion “soldier number-LOAD-Ammunition 
or “Soldier number-UNLOAD- 
secretly written (ex- 
” movement factors) during an 
Impulse Phase, When the required number 
‘of Impulse Phases have been noted, the 
‘weapon is ready to be fired (if loaded) or re- 
loaded (if unloaded) during any later Impulse 
Phase for that side. The MPL13 and GLR1 


both have their ammunition in “‘groups’” that 
are loaded together. For the MPLI3, there 
are 4 rounds in a group, so after firing the 
‘weapon 4 times, its relaoded all at once with 
four new rounds, taking two Impulse Phases 
to load the four new rounds, For the GLR1, 
there are 30 rounds in a group, so after fir- 
ing the weapon 30 times, it is reloaded all 
at once with 30 new rounds, taking one Im- 
pulse Phase to do so, Ammunition for these 
weapons must be taken in quantities that con- 
form to these “groups”, 


11,1.13 DETONATE MINE OR ARM 
DEMOLITION CHARGE: A soldier may 
be used (0 detonate" a PMN2 mine from 
the “trigger hex” or to “arm'* a demolition 
charge by expending ‘‘all"” movement fac~ 
tors and announcing what is being done (see 
12.4.4.1.2 and 12.4.9). 


1.1.14 OPTIONAL ACTIONS The re- 
maining Actions are discussed in the ap- 
propriate sections of the Optional Rules, 


11.2 ACTION NOTES OF THE LEG 
MOVEMENT FACTOR EXPENDITURE 
CHART: On the Game Card, below the 
Chart are short explanations of the lettered 
notes that appear in the chart. These are fur~ 
ther explained below: 

1.2,1 DOUBLE IF BACKING, FORD- 
ING OR ABATIS(a): The movement fac- 
tor expenditure is twice normal if backing, 
fording (wading through water), or entering, 
for inan abatic hex, Backing a unit while aso 
fording or entering or in an abatis hex ex- 
pends twice times twice, or four times times 
{the normal movement factors. In some cases 
these multiples may make specific move- 
‘ments impossible. 

1.2.1.1 FORDING: Water up to 48 inches 
deep may be forded by Standing soldiers, and 
24 inches deep by Crouching soldiers. Prone 
soldiers may not ford (they swim). 
11.2.1.2 BACKING: A unit may be moved 
straight backwards, a 9 doubled movement 
cost, as shown below: 


og 


BACKING 


11.2.2. SNOW OR MUD (b): The weather 
conditions are given in the scenarios, If the 
weather conditions are Snow or Mud, the 
extra movement factors must be expended for 
‘Actions where note (b) appears. These can 
bbe ignored inside buildings or other struc 
tures with a roof (pillboxes, bunkers, towers, 
caves, o tunnels, etc.), while fording, or. 
for Mud weather only, on paved road, alley, 
‘or pavement hexes. 

3 SWIMMING (c): Soldiers may 
into water hexes, Soldiers must be 
Prone to swim (and three movement factors, 
are expended to enter the hex), and the water 
rust be at least 18 inches deep. In the Ad- 
‘vanced Game, consider that all soldiers know 
how to swim, but only allow swimming by 
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soldiers whose weapons and/or equipment do 
not reduce their movement factor in any way. 
11.2.4 CLIMBING OVER 10 HEIGHTS 
(@); Hill or depression hexsides of over "10"” 
heights must be climbed—they may not be 
crossed. 

11.2.5 NOT DONE WITH STATUS, 
UNIT (e): The Action may not be performed 
bya soldier marked with a status unit (Sup- 
pressed, Pinned, Stunned, or Inactive). 
11.2.6 “P"; Such Actions may not be 
performed—they are “prohibited”, 


11.3 SPECIAL MOVEMENT ACTIONS: 
‘These Actions may be performed under cer- 
twin conditions, 

11.3.1 FREE 60 DEGREE TURNS: Sol- 
diets may make one 60 degree (one hexside) 
turn in each hex occupied or entered without 
expending movement factors for turing if 
the soldier being moved does no firing dur- 
ing the Impulse. A turn of more thin 60 
‘degrees in a hex still expends movement fuc~ 
tor, a8 do any turns ifthe soldier i sed to 
fire, 

11.3.2 INITIAL ACTIONS BEFORE, 
COMBAT: Prior to the start of combat, all, 
units may be used to expend movement fac- 
tors during an Impulse Phase—ie, there is no 
limit on the number of Impulses allowed dur- 
ing an Impulse Phase, Once at least one com 
‘bat Action takes place, or during the Impulse 
Phase in which this first occurs, the normal 
number of Impulses is used, which then con- 
tinues for the rest of the game, 

11.3.3 HIT THE DIRT!: Using one Im- 
pulse, w player may change any number of 
a rquad’s soldiers to a Prone posture, regard 
less of how many different hexes are 
‘occupied. This is all that can be done with 
these units during that Impulse Phase, 


11.4 LEADER ACTIVATION OF 
SOLDIERS: The leader (squad leader, as- 
sistant squad leader, oF officer) units have 
the ability to “activate” other soldiers. 
Officers muy be used to wetivate any soldiers, 
fon their side, even those in other squads, 
Squad leaders may be used to activate any 
soldiers in their squad, except officers, As- 
tant squad leaders may be used to activate 
any soldiers in their squad except for 
officers, squad leaders, or other assistant 
squad leaders. Any soldiers in a hex entered. 
by w leader thut can wotivate them may ex- 
nd movement factors as part of that Im- 
pulse, The number of movement factors they 
‘can expend are their usual movement factors, 
‘minus the number of movement factors ex- 
pended by the leader to reach their hex. For 
example, a leader expends two movement 
factors to enter a hex containing three 
soldiers with four movement factors each, 
Four movement factors minus two movement 
Jactors equals two movement factors left to 
bbe expended by each of three soldiers acti- 
vated. Activation itself expends no move- 
ment factors, 
DESIGN NOTE: Leaders in this game were 
assigned based on effectivness. While virtu- 
ally all squads have at least one assistant 
squad leader assigned and some have more, 
in some cases “extra” assistant squad leaders 


are assigned for the game to “lite” or very 
experienced troops to represent the high 
caliber of the men present—there are extra, 
potential leaders, even ifthe number of actual 
non-commissioned officers present doesn’t 
show this. Conversely, in many eases, less 
effective troops in the game often have no 
assistant squad leader assigned. Leader's ex- 
tra movement factors do not indicate that they 
are especially fast, only that they move more 
efficiently 


11,5 TUNNEL MOVEMENT: The loca- 
tions of tunnel hexes and soldiers placed in 
and moved through these tunnel hexes wre 
always recorded secretly by the defending 
player. The attacking player must also keep 
written records when inside tunnels, but 
these are not us secret—the hex numbers but 
no other information are known to the 
defending player at all times, When an-at- 
tacking player's soldiers enter a cave or tun- 
nel hex, any adjacent tunnel and cave hexes 
and if ey contain soldiers (but no other in- 
formation) are revealed to the attacking 
player by the defending player. Exact infor- 
mation about a tunnel hex becomes available 
only when a hex is actually entered, 

12, ADVANCED GAME FIRE 

COMBAT 


‘Advanced Game firing is very similar to the 
Basic Game Rules. The firing ranges and 
rates of fire are found in the WEAPON 
CHARTS, the firing ares are the same, and. 
the firing procedures remain generally un- 
‘changed. Note, however, that many weapons 
have *‘minimum ranges" (**~"" given in- 
stead of a hit number at closer ranges) that 
provent fire at closer ranges, It is possible, 
due to height differences, for opposing 
soldiers tobe in the same hex without 
meleeing—if a target unit in the sume hex is 
fired al, treut the runge us **1" hex, New 
rules and changes are covered below: 


12.1 THE ADVANCED GAME LINE OF 
SIGHT: All Basic Game line of sight rules, 
(6.3.4) ‘are replaced by these Advanced 
Game Rules, Lines of sight are all still, 
checked by running a straight edge from the 
hting dot in the firing unit's hex to the 
sighting dot in the target hex. Lines of sight 
for “A”, “C", “H™, of “L"” weapons or 
for sighting (Option 18.0) are checked to the 
‘maximum 
sight for "F 
weapons are checked to the highest height 
in the target hex. Obstacles may completely 
block a Hine of sight to prevent firing or blast 
toa blast zone hex, or, as with trees, hedges, 
‘or smoke may only block the line of sight 
soouph io roquire a modifier ote dio. 
INE OF SIGHT CHART on the Game 
Geek Waa fo dusratan Auf Gace 
line of sight, as follow: 
124A: Ifthe obstacle (highest portion of the 
terrain in an intervening hex)is higher than 
both the firing unit and the target (unit or 
hex, depending on the ammunition used), the 
line of sight is blocked. For example, a rifle- 
‘armed Standing firing unit (height “2"') in 


hex "A" isto be used against a Standing tar- 
et unit (height 2") in hex °C". The hill 
tat “Bis height 3" so the line of sight is 
blocked. 


Tia: Wie onsace is cs Tn height to 
either the firer or target and higher than the 
other, line of sight is blocked. For example, 
@ submachinegun-armed Standing firing unit 
(icight 2") in hex “Ais to be used against 
«a Prone target unit (height 0") in hex 
The fence in hex ‘Bis height 2", so the 
line of sight is blocked, 


CSCS) 


12.1.3: If the obstacle is lower in height than 
both the firer and the target, the line of sight 
is not blocked, If the obstacle is equal in 
height of both the firer and the target, the line 
of sight isnot blocked, For example, apistol- 
‘armed Standing firing unit (height “°2"') in 
hex "Als to be used against a Standing tar- 
‘get unit (height "2") inhex °C" Ifthe fence 
inhex “B's either height “'" (lower than 
‘both) or height '2"” (equal to both), the line 
of sight is not blocked. 


Leese) 


12.1.4: If the obstacle is higher than either 
the firer or target, but lower than the other, 
the following line of sight “‘check"* must be 
made: 

12.1.4.1: Determine the height differences 
‘between the firing unit and the target, For 
‘example, ifthe firing unit is height "5°" and 
the target is height ‘'3"", the height dffer- 
‘ence is "2". Find the cokimn containing that 
number (2") on the LINE OF SIGHT. 
‘CHART, and go down that column until the 
first line in that column containing the ranges 
between the firing and target hexes is found. 
For example, ifthe ''2" column is used and 
the range is ‘22 the line (line ''4”) con- 
taining "20-24" (as the 22" range falls in 
this increment) 15 used. 

12.1.4.2: On that line, move to the left until 
the column expressing the height difference 
between the obstacle and the higher of the 
two involved hexes or units (firer or target) 
is reached. For example, ifthe firing unit is 
height “'S"* and the obstacle is height “8”, 


the “'1”” column is used. The highest num- 
ber found on the line in that column ('*12"" 
in the example used above) i the maximum 
range from the higher hex to the obstacle hex 
that will nor block the line of sight. 
12.1.4.3: A line of sight may possibly not 
bbe blocked by friendly soldiers, if determined 
using the LINE OF SIGHT CHART. A line 
‘of sight is never blocked by opposing 
soldiers. 

1.1.4.4 USE OF LINE OF SIGHT 
CHART EXAMPLE: Firing unit, “‘A”’ is 
‘Standing (height 2") in a height 3" hill 
hhex (total height of unt 'A”’ and hills ‘'5”) 
Target unit “Bis Crouching (height ‘'T"') 
in a height “'—3"" depression hex (total 
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height of unit" and depression is "~2"'). 
Possible obstacle hexes "C", "D"", and 
‘are all height ‘‘0"". The range from 
10 “B'"is 11 hexes, and the ranges from 
"A""10"C", "D", and "'E” are 7, 8, and 
Ghexes, respectively. The height difference 
of “A” and "B"’is "7", so that column is 
used. Moving down column "7" find 
"10-12" (line “13"), which includes the 
range of 11”, The height difference from 
"A" to the obstacle hexes is 5", s0 line 
13°" is followed to the left colunn "5 
where 8-9" is found. Since "9" ts the 
highest number here, "9" is the maximum 
range from ‘A’? that will not block the line 
of sight. All of the obstacle hexes are at 
ranges of “'9"° hexes or less from "A", 50 
the line of sight is not blocked. Note that if 
"A" were Prone, the line of sight Would be 
blocked by "D"" and "E", 

12.1.5: For fences, hedges, the well, and 
‘buildings to block a line of sight, the line of 
sight must actually puss through the picture, 
not just through another part of the hex. For 
hills, trees, tree stumps, and defensive units 
with’ heights (bunkers, pillboxes, blocks, 
ete.) the line of sight can be blocked if it 
passes through the hex or heside of the hex 
12.1.6 INSIDE BUILDINGS: The line of 
‘ht inside buildings is blocked by the bulld- 
{ng walls except where there are doors and 
‘windows, Ifthe line of sight to a hex that is, 
inside or partially inside a building runs only 
through wall hexes and/or hexsides contain- 
ing doors or windows (not necessarily 
directly through a door or window symbol), 
the ing of sight is not blocked, Any line of 
Sight from floor to floor inside a building is 
‘automatically blocked, except from stuir hex 
to stair hex on the two floors, Soldiers in 
‘open door or window hexes have normal fi 
ing ares (except where blocked by walls); 
however, soldiers in loophole hexes must 
face and be in the hex with the wall contain- 
{ng the loophole to fire throught the loophole 
(with @ normal firing arc in that direction). 
Loopholes may not otherwise be fired 
through to hexes beyond the loophole hex, 


12.2 ADVANCED GAME FIRING 
MODIFIERS—INTERPRETING THE, 
FIRING, BLAST, AND SIGHTING 
MODIFIERS CHART: These replace the 
BASIC GAME FIRING MODIFIERS, The 
‘Advanced Game modifiers are listed in this, 
Chart on the Game Card, and are discussed 
in more detail below. ‘Each modifier ix 
preceded by a letter or letters that tell to what 
the modifiers apply: 
‘At Modifier applies if ‘“”” ammunition 
is used for the firing. 
Br Modifior applies with blast it 
‘numbers. 
Ci Modifier applies if “C° 
is used for the firing. 
F: Modifier upplies when firing a “F 
‘weapon. i 
G: Modifier applies if "G"" ammunition 
is used for the firing. 
H: Modifier applies if “1H” ammunition 
is used for the firing, 
L: Modifier applies if “L'" ammunition 
is used for the firing, 


ammunition 


‘Mi Modifier applies if “M"" ammunition 
is used for the firing. 
S: Modifier applies for sighting at- 
tempts (see Option 18.0). 
U: Modifier applies if "U" ammunition 
is used for the firing, 
Ws Modifier applies if “W 
tion is used for the firing. 
‘The modifiers do not apply in cases where 
the letier is not listed. For example, the con- 
ccealment modifier does not apply with blast 
hit numbers("B"), All modifiers are 
cumulative, 
12.2.1 FIRING POSTURE (A,C,F,G,H, 
L,M,U,W): These are the modifiers found, 
in the Posture Columns on the WEAPON 
CHARTS (see 10.7). 
12.2.2 FIRING OR SIGHTING UNIT IS, 
SUPPRESSED/PINNED (A,C,F,G,H1,L, 
M,S,U,W): Ifthe firing or sighting unit is 
Suppressed or Pinned (see Option 16.6) the 
die number rolled is modified by **+ 
Suppressed or by "+2" If Paned” Supe 
pressed or Pinned soldiers may not be used 
to perform any written Actions 
12.2.3 TARGET HAS LOOPHOLE OR 
1S IN COVER (A,B,C,H,L,8): Advance 
Game “cover” is provided ifthe taryet unit 
is in a wee, stump, or well hex (in covered 
directions, only), a foxhole, trench, rough, 
‘or rubble hex (all directions), in a fence hex. 
‘or roudblock hex or in a wall hex containing, 
‘an open door, open window, or loophole 
‘with the fence or wall between the firing and, 
target hex, or in a pillbox, bunker, tower, 
cor cave. In uddition, soldiers that climb to 
the top of w height hexside, fence, or wall, 
‘and remain marked as climbing have the hex- 
side, fence, or wall for cover (the soldier is, 
considered to be “peering” over the top). 
‘The die number rolled is modified by *-+ 
for targets using loopholes and by "1°" for 
targets in cover. Note that since “F"” and 
“W"" blasts hit ail parts of an impact or blast 
zone hex (unless totully blocked), these 
modifiers do not apply to their blasts, If a 
hil, roadblock, fence, or wall (with no open- 
ngs) totally blocks the line of sight from an, 
impact location to a possible target unit, even 
if the target unit is i the impact hex, the tar- 
get unit cannot be hit, Stunned, or Sup- 
pressed unless the blocking terrain can be 
destroyed or at least penetrated by the hit. 
12.2.4 TARGET IN CONCRALMENT 
A, 


ammuni- 


): Advanced Game concealment” 
vided if the target unit is in a foxhole, 
scrub, loophole, oF tree hex, in a 
hedge hex with the hedge picture between the 
firing and target units, inside a building or 
‘tunnel, or swimming or fording. In addition, 
‘concealment is also provided by “‘cover"™ 
Which the firing weapon ean penetrate (see 
12.3.6), The die number rolled is modified 
by “+1” for concealed target units. Note 
that, as in the Basic Game, trees still offer 
both caver (from the right direction) ane! con- 
salment for a possible total modifier of 
"42", as do foxholes and trenches from all 
directions, and loopholes when the line of 
sight passes through their wall, 

SPECIAL NOTES ON COVER AND. 
CONCEALMENT: A player must some- 


times announce which opening is being used 
ifa soldier is in a wall hex containing more 
than one opening, All modifiers are cumuls- 
tive and count (but not more. than once 
each—a soldier using a loophole does not 
also have normal cover), unless an exception 
is noted. 

12.2.8 TARGET IS CROUCHING OR 
PRONE (B,C,L,8): If the target unit is 
Crouching or Prone, the die number rolled 
is modified by "+1" or **+2", respec 
tively. This modifier does not apply to the 
blast numbers of “F'* or ““W" weapons, 
12.2.6 PER TREE OR HEDGE HEX IN 
LINE OF SIGHT (A,B,C.F,G,LM,S,W) 
For each tree and/or hedge hex that blocks 
the line of sight, the die number rolled is 
modified by ‘*41". Note that tree hexes 
modify blast hit numbers while hedges: do 
not. ‘“H”” shells may nor be fired through a 
tee or hedge hex that blocks te line of sight. 
12.2.7 PER SMOKE HEX IN LINE OF 
SIGHT (A,C\F,G,H,L,M,S,W): For euch, 
smoke hex that blocks the line of sight, the 
die number rolled is modified by ‘*++3"" if 
the smoke is from a “FVor *M" w 

ox from aie ase Option 21), and by "+2" 
if the smoke is from a "W" shell. Ifneces- 
sary, make notes to record what caused each 
smoke hex (the smoke units are numbered 
for this purpose), These modifiers also apply 
when Giring into or from a smoke hex, If a 
smoke hex also includes a tree or hedge, ig- 
nore the tee or hedge modifier and only eon- 
sider the smoke. 

12.2.8 PER HEIGHT DIFFERENCE 
FROM IMPACT LOCATION (B): When, 
1 target unit in an impact or blast zone hex. 
{sata different height from the impact loca- 
of a blast, « modifier of +1" applies 
to the die number rolled for each height 
difference from the impact location to the 
nearest part ofthe target unit. For example, 
aa soldier ts Up a tree "5" heights when @ 
grenade hits the tree hex. The difference in 
height from the soldier's “feet” (nearest part 
of the target unit, and rwo heights lower than 
the “head") to the impact location is three 
heights, and a “+3" modifier applies. 
12.2.9 USING SCOPE (L) OR LASER 
SIGHT (A,H): Weapons that can use a scope 
have a note to that effect in their WEAPON 
CHARTS and vehicles with laser sights have 
this information given in the VEHICLE, 
CHARTS. Weapons equipped with scopes 
(for “L") may have the die number rolled 
‘modified by *~1" with rates of fie of *1"" 
or (no effect for automatic fire). 
‘Weapons on a vehicle equipped with laser 
sights (for '“A"" or “H’) have the die num- 
ber rolled modified by **~2" for the main 
gun only. 

12.2.10 PER HEIGHT OF WALL, 
FENCE, OR ROADBLOCK (A,F,G,H, 
MW): The dic number rolled is modified 
by 1" for each height of wall, f 
roadblock in a target hex (ic. the larger the 
target, the easier it is to hit). For 

““H'” used us armor piercing the object must 
be the target for this modifier to apply. For 
other types of ammunition, its enough that 
the object is in the hex. 
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12.2.1 OBSERVATION CONDITIONS 
2)" OR “3” (A,G,H,L,M,S,U,W): The 
die number is modified by **41"" if the tar- 
‘get hex hus Observation Conditions of **2"” 
or by "*-+2"" if the target hex has Observa- 
tion Conditions of "37", This can be negated 
in some cases by night sights (see 12.4.7), 
or illumination shells (see 12.3.8). 

12.2,12 MOVEMENT MODIFIERS (A, 
H,L,S): A separate MOVEMENT MODI- 
FIERS CHART is provided below the FIR- 


ING, BLAST, AND SIGHTING 
MODIFIERS CHART, and is used as 
follows: 


12.2.12.1: On the left hund side of the Chart 
find the line that applies to the number of 
movement factors expended by the firing unit, 
during the Impulse for all Actions that are 
not Combat Actions, before and/or after fir~ 
ing. For weapons with crews, figure this 
‘bused on the crewman who expends the mast 
movement factors 

12,2,12,2: Along the top of the Chart find 
the column that applies to the number of 
hhexes that the target unit entered, as shown 
by its speed unit or lack of same, 
12,2.12,3:. Crossgrid the correct firing unit 
line with the correct target unit column to 
find the movement modifier. For example 
ifthe firing unit expended one movement fac: 
tor, and the target unit showed the Run face 
ing of a speed unit, the die number rolled Is 
modified by ‘'+3". 

12.2.12.4: When any GLR or some MPL 
(see Notes on WEAPON CHARTS) using 
‘G"', "M", “U", or “H™ used as "G" 
nminition tre fired, this chart must be used 
ifthe firing unit expends any movement fac- 
{ors other than to fire the weapon. 
12.2,13 OPTIONAL MODIFIERS: All 
remaining modifiers are discussed in the up- 
propriate sections of the Optional Rules, 


12.3 ADVANCED GAME WEAPONS 

8G, HL 
, “W") EFFECTS OF 
HITS: Different weapons use different types 
‘of ammunition, have different effects, and 
have various special rules that apply to their 
use. Use grenade units to mark target and im- 
pact hexes as these are determined forall Ad- 
vanced Game weapons that are not fired at 
specific target units, 


12.3.1 ARMOR PIERCING 
WEAPONS: “A” weapons are fired at 
specific turgets—vehicles or walls, fences, 
blocks, pllboxes, bunkers, towers, the well, 
and road blocks—and ure ineffective against 
any other targets 

12,3.1.1 DETERMINING HIT NUM- 
BERS: The hit number is found on the 
WEAPON and VEHICLE WEAPON 
CHARTS depending on the range, and the 
applicable modifiers determined and applied 
If the die rol indicates a miss", no further 


2. HIT EFFECTS! If ahitis scored, 
the terrain value or armor basis number of 
the target is compared to the firing unit's 
penetration number. Ifthe penetration num- 
ber is less, the shot does not penetrate and 


any 


‘counts as a “*miss'", Ifthe penetration num- 
ber equals or exceeds the terrain value oF 
armor basis number, the shot has penetrated. 
If the shot penetrates, the weapon’s blast hit 
number for “A” ammunition applies against 
all targets inthe hex for hits on walls, fences, 
the well, or roadblocks, and applies against 
all targets inside (not riding on) a vehicle, 
tower, bunker, oF pillbox. Missed soldiers 
affected by the blast but not hit are Stunned, 
“"A"" weapons do no permanent damage to 
terrain value or armor basis numbers. "A"? 
‘weapons have no blast zone hexes, although 
when a large vehicle is penetrated, both 
hexes of the vehicle are equally affected, 


12.3.2 CANISTER ('*C") WEAPONS: 
“C”" weapons consist of many small projec- 
tiles that spread out after firing so that their 
effect is spread over a wide area. In the 
game, they are handled similarly to hand. 
‘grenades in the Basic Game, except that the 
blast hit numbers (see the WEAPON and 
VEHICLE WEAPON CHARTS) and the 
BLAST DIAGRAM (Canister section—see 
the Game Card) vary, 
12.3.2.1 DETERMINING HIT NUM- 
BERS: “°C"" weapons are not fired at a 
specific target unit or target hex, as ail hexes. 
falling within the firing arc are treated as 
blast zone hexes. The blast hit number for 
aC" projectile is the sume us listed for the 
same weapon's "“G" projectiles, if both can, 
be fired by the same weapon. The modifier 
used depends on the range from the firing 
uit, plus any other applicable modifiers. For 
example, ifa unit fires aC” weapon, and 
the target unit lies within the fire are of the 
range of 5 hexes, the mod- 
1” for the range from the firing 
unit, plus any other modifier that may ap 
ply. All Canister firing weapons use the 
GAME CARD range modifiers except for 
PMN2, which uses the range modifiers list- 
ed in place of hit numbers on its line of the 
WEAPON CHARTS, 
12.3.2.2 HIT ERFECTS: A separate die 
roll should be made for each soldier (friend 
‘or foe) in the firing are that coutd possibly 
be hit, using all applicable modifiers. Any 
missed soldiers in blast zone hexes are Sup- 
pressed if an unmodified ''2"" could have 
‘caused hit (see 6.4.2), as with Basic Game 
hand grenades. ‘*C"" weapons do no perma- 
nent damage to terain value oF armor bass 
1233.3 FLAME (“I”) WEAPONS: “F 
‘weapons are handled the same as. “G' 
‘weapons in the Advanced Game, any real 
differences being covered in the Optional 
Rules (16.7.1 and 21). “*F"" weapons have 
no SPREAD DIAGRAM. If a shot is a 
‘miss’, consider that the weapon failed to 
ignite (the equivalent of a “‘dud””) and no fur- 
ther action is taken. “F** weapons hit all 
parts of an impact of blast zone hex (unless 
totally blocked) up to “3” heights (inctusive) 
‘up and down from the impact height. ““F*” 
‘weapons create smoke, und the impact hex 
should be marked with a smoke unit. The 
‘smoke extends to “5” heights above the im- 
pact location, and modifies die rolls by 
43" (see 12.2.7). For the Advanced 


hhex and have no blast zone hexes. A 
“Molotov Cocktail” (HGNS) may be used 
only once, A flamethrower may be fired the 
‘number of times indicated in the weapon's 
notes. For example, FIRI may be fired up 
10 six times ("6%"), Keep a written record, 
as a flamethrower is used. 

12.3.4 GENERAL PURPOSE (“‘G”) 
WEAPONS: These are handled similarly to 
hand grenades in the Basic Game, except that 
the blast hit numbers (see the WEAPON and, 
VEHICLE CHARTS) and the SPREAD and, 
BLAST DIAGRAMS (see Game Cards) vary 
from weapon to weapon. 

12.3.4.1 DETERMINING HIT NUM- 
BERS: “G"" weapons are fired at a target 
hex, not at specific targets in that hex. Un- 
less there is a “dud” (See 6.3.6.2), once the 
impact hex is determined, the die is rolled 
for each target inthe impact and blast zone 
hexes, using all applicable modifiers. Blast 
‘zone hexes and modifiers vary depending on 
the size of the blast hit number—see the 
BLAST DIAGRAMS on the Game Card. 
12,3.4.2 HIT EFFECTS: Any soldiers in 
‘an impact hex that are not hit are Stunned, 
‘and missed targets in blast zone hexes may 
bbe Suppressed (see 6.4.2), us with Busic 
‘Game hand grenades, If anything with a ter- 
‘ain value is in the impact hex, it will be 
damaged to an extent equal 19 the “G" 
weapon's penetration number, Terrain 
without a terrain value is never damaged and 
‘may not be destroyed (exception: loopholes 
are destroyed when their structure is de 
stroyed). Make « note of this damage on a 
sheet of seratch paper, If the penetration 
numer equals or exceeds the remaining ter- 
rain value number in an impact hex, the ter- 
rain is destroyed. 

12,3.4.2.1 DESTROYED WIRE, 
ABATIS, HEDGE, OR STUMP: De- 
stroyed wire, double wire, or abatis (remove 
‘unit) hexes revert to thelr original type of ter- 
rain, Destroyed hedge or tree stump hexes 
(nuke w note, if nevessury) become the ter~ 
rain type indicated by the hex color. 
12,3.4,2.2 DESTROYED CAVE: A de- 
strayed cave hex becomes a rubble hex which 
reverts to the hex’s normal height. Soldiers 
inside or on top of a cave hex when itis ce= 
stroyed are eliminated. 

12,3.4,2.3 DESTROYED BAMBOO OR 
BRUSH: Destroyed bumboo or brush fences 
‘or walls become scrub hexes. Soldiers Up 
these fences or walls when destroyed are 
eliminated 

12.3.4.2.4 DESTROYED TREE: De- 
stroyed tree hexes become abatis hexes (place 
abatis unit in the hex—this can later be de- 
stroyed in turn). This is done no matter how 
much the tree hits exceed the number re- 
quired to destroy the tree, Soldiers Up a tree 
when destroyed are eliminated. 

12,3.4.2.8 OTHER: Other destroyed ter- 
rain becomes rubble hexes (mark the hex. 
with a rubble unit). Soldiers Up fences, or 
anywhere in a hex with a tower or bridge 
when these are destroyed are eliminated. 
12,3.4.2.6 VEHICLES: If a vehicle is in 
the impact hex, damage is rolled for all 
locations of the unit with an armor basis 
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number equal to or less than the “G" 
‘weapon's penetration number (see Option 
9,3). Ifthe penetration number equals or ex- 
ceeds the armor basis number on the hit side 
part of the vehicle, the blast hit number 
i applied to al parts inside the vice the 
same gs ian “A” weapon had penetrated, 
12.3.42.7 DESTROYED BUILDINGS: 
‘A blast in a building hex el ae and/or 
destroy not only the building walls (each 
separate wall inthe hex, including all levels, 
is damaged equally), but any doors and/or 
‘windows in the hex, and the roof, It is pos- 
sible for @ roof to be destroyed while the 
walls are only damaged, so the hex story just 
under the roof could contain walls and fub- 
ble (both cover modifiers apply in the hex). 
Floors in multi-story buildings collapse when 
all outer walls in the hex are destroyed— 
‘until then there is always considered to be 
‘enough floor left for movement in the upper 
stories. Soldiers located in a roof or floor hex: 
that is destroyed (‘“collapses out from under 
them”) or Up a wall hex when itis destroyed 
are eliminated, Destroyed doors or windows, 
become permanently open and cannot be 
closed (note, if necessary), 


12.3.5 ARMOR PIERCING (‘‘H’) 
WEAPONS: "'H"" weapons can be used in 
one of two ways, the one used being an- 
nounced before firing: 
12.3.5.1 ARMOR PIERCING: Use 
‘exactly like an “A” weapon, except that the 
“H" firing modifiers are used, and the pro- 
hibition on firing through trees oF hedges 
with “H" applies, 
12.3.8.2 GENERAL PURPOSE: Use 
exsaty Ike 4 "G" weapon, uaing the “G" 
‘modifiers, except that the prohibition on fir 
ing through trees or hedges stil applies. The 
blast hit number when fired in this manner 
{s one-half (round factors down) the blast hit 
umber listed for the ““H" ammunition und 
ie penetration number is reduced to *1 
For example, ifan RPG-2 (MPLI9) ts fired 
inthis manner, its blast hic number (normally 
“Sis "5/22 1/2", rounds down to "2", 
‘and its penetration number is reduced to 
poi 


12.3.6 LIGHT (“‘L”) WEAPONS: “‘L"* 
‘weapons are similar to Basic Game weapons 
(except hand grenades) and are fired at spe- 
cific targets—soldiers or vehicle locations— 
and are ineffective against any other targets. 
‘The hit number is found on the WEAPON, 
and VEHICLE WEAPON CHARTS de- 
pending on the range, and the applicable 
modifiers determined and applied. A “‘miss"* 
ends firing procedure, but a hit 
soldier target unit, Automatic ““L" fire can 
Suppress missed units im the target hex (see 
1 and. 12.6). If an “L" weapon's 
Pesci onaelt acak taae 
rain value number of a target unit's cover, 
this cover does not apply but counts only as 
concealment, If an “'L"” weapon's penetra 
tion number equals or exceeds the armor 
basis number of a vehicle, that location is 
destroyed (see Option 19.3.8 for more 
details) when hit. 


12.3.7 SMOKE_(‘*M”) WEAPONS: 
Notes in the WEAPON and VEHICLE 
WEAPON CHARTS indicate which 
‘weapons may be used to fire smoke shells 
as alternate ammunition, and which grenades 
have a smoke version available. Smoke shells 
and grenades are fired using the normal “G"" 
weapon procedures for the weapons except 
that al! parts of an impact hex are hit (unless 
totally blocked), although no hits or damage 
are caused by smoke projectiles. When the 
impact hex for a smoke weapon is found, 
mark it with a smoke unit. This hex will be 
a smoke hex for two Turns, including 
‘whatever is left of the current Turn after the 
Impulse Phase in which itis fired, All smoke 
hhexes extend to a height of 5" levels above 
their impact height, and they modity die rolls 
by ‘%43" as explained in 12.2.7, 


12.3.8 ILLUMINATION (U") WEAP- 
ONS: "“U"" weapons are handled the same 
ax “G" weapons only they score no hits, as, 
they burst high in the air to light up the night. 
They are useful only at 

Conditions "2" or 
tion unit in the impact hex, onee determined, 
‘The Observation Condition in the impuet hex 
and for 10 hexes in every direction ix im= 
proved by up to two Observation Conditions, 
ie., from Observation Condition "2" or 
‘0 Observation Condition 1"), and for 
11-25 hexes in every direction there isan im- 
provement of one Observation Condition. 
‘This improvement lasts until the Turn Record, 
Phase, nt which time all illumination vnits 
fare removed from the mapboard. 


12.3.9 WHITE PHOSPHORUS AND 
CHEMICAL (““W") WEAPONS: “W" 
‘weapons are handled the same as 
‘weapons in the Advanced Game, any real 
ditferences being covered in the Optional 
Rules (21), ““W"" weapons hit all parts of an 
impact of blast zone hex (unless totally 
blocked), up to 3" heights (inclusive) up 
‘and down from the impact height. ““W" 
‘weapons create smoke (mark impact hex with 
‘smoke unit) in addition to causing hits and 
damage, Smoke is not created in blast zone. 
hexes unless a Fire is started (see Option 21). 
‘The penetration number for “W"" weapons 
applies in all blast zone hexes where a hit in 
possible, ax well ax in the impact hex. 


12.4 SPECIAL RULES FOR 
ADVANCED GAME WEAPONS AND 
EQUIPMENT: 


12.4.1 SPECIAL GRENADE RULES: 
12.4.1.1 RIFLE GRENADES (RG! 
Rifle grenades may not be fired at targets of 
two or less hexes range. To be fired, most 
rifle grenades must first be separately loaded 
(ee 11.1.12) or start the game already 
loaded, although some rifle grenades do not 
require separate loading. Once loaded, the 
weapon may not be fired normally until the 
rifle grenade has been fired or it has been 
unloaded. A rifle grenade may only be fired 
during an Impulse in which the firing soldier 

used to expend no other movement factors 
for any other Actions. The rate of fire of rifle 


srenades replaces the normal rate of fire of 
the weapon used. Note that a rifle with a 
GLR3 attached does not also have a rifle 
srenade launcher. 

12.4.1.2 HAND/RIFLE GRENADES 
(HG): These may be used either as a rifle 
grenade or as a hand grenade when fired, a5, 
the controlling player wishes (once separately 
louded as a rifle grenade it must be used as 
a rifle grenade unless later separately un- 
loaded). Normal hand grenade rales apply 
if used as a hand grenade, and normal rifle 
srenade rules apply if used as rifle grenade. 

12.4.1.3 OFFENSIVE/DEFENSIVE 
GRENADES (HGN1, HGN2): These hand 
grenades come equipped with a special frag- 
‘mentation sleeve that can be swifly slipped 
on or off the grenade, The grenade is heavier 
‘and cannot be thrown as far, but is more ef- 
fective with the sleeve in place (a “defen- 
sive gremude"), The grenade is lighter and 
‘ean be thrown further, but is less effective 
‘without the sleeve in place (an “offensive 
grenade’), The controlling player decides, 
‘which configuration to use and announces the 
decision before firing, 

12.4.2 SPECIAL MORTAR RULES: 
Mortars are crew-served weapons that lob 
their shells in 0 high trajectory and have a 
large ‘minimum range’ shown on the 
WEAPON CHART. For example, MRT6 
hhas no hit numbers listed for ranges 1-20. 

Any target hex must be at least 21 hexes 
‘away, as this is the “minimum range". If 
‘only one crewman is available, u mortar must 
be separately loaded or unloaded, and may 
not be moved into a new hex while loaded 
in this manner, With two or more crewmen, 
1 mortar may be fired every Impulse, if 
desired, A mortar may only be fired during 
fn Impulse in which the crewmen are used 
to expend no other movement factors for any 
other Action. Because of their high trajec- 
tory, mortars fired ‘normally’ may not be 
fired out of covered structures (roofed build- 
ings, pillboxes, bunkers, caves, or tunnels) 
‘or Vehicles other than mortar carriers 
(MCV). Two of the mortars, the IMI-52 
(MRT4)and the T18E6 (MRS), can be fired 
by “thand™ with a lar ¢rajectory, in addition 
{0 the "'normal’” high trajectory method. 
‘When fired by “hand” these mortars may. 
be fired out of covered structures. 


12.4.3 SPECIAL LAUNCHER RULES 
(LCW, LPL, MPL): 'These weapons vary 
quite a bit as they represent a great variety 
‘of weapons, and the Notes for each should 
bbe checked on the WEAPON CHARTS, 
Some require two-man erews, and must be 
separately loaded or unloaded if only one 
crewman is available, Others (LPLs) may 
only be fired once, then diseurded (they 
always start loaded). Some may not be 
moved into a new hex while loaded. Stil 
others, like the Milan (MPLA) and Dragon 
(MPLA) are essentially tube-launched and 
controlled guided missiles (the launcher in- 
corporates a control box) that may not be 
fired if the soldier is marked with a status 
‘unit, although most other missile rules do not 
apply to them.Most may not be fired in « 
confined space (inside a vehicle, bunker, pil 
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box, tower, cave, tunnel, or building) be- 
‘cause of the backblast from the rocket. 


12.4.4 SPECIAL MINE RULES: Mines 
© of main two types—anti-vehicle 
“VMN"—usually called ‘anti-tank 
mines"), which are effective against vehi- 
cles, and anti-personnel (‘"PMIN"), which 
are effective against soldiers, Each may be 
used only once, this being the first time that 
‘an appropriate unit enters the secretly mined 
hex or side of the hex (if divided by fence, 
wall, ete.) 

12.4.4.1 ANTI-PERSONNEL 
(PMN) 
12.4.4.1.1 PMN1: This is # "G"* weapon 
that explodes in its impact (location) hex. It 
has a blast hit number of 7°" and a penetra- 
tion number of "1", tis set off by « soldier 
‘entering the hex. 

12,4.4,1.2 PMN2s This is a “C"* weapon 
that has_a blast hit number of °°8"" and a 
penetration number of *'1"", It uses differ- 
‘ent range modifiers than other '*C"" weapons, 
(ee 12.3.2). A PMIN2 has a ‘wire that ean 
bbe used by w soldier to manually detonate the 
mine from a “trigger” hex or which can be 
Jaid in front of the Weapon to provide a “trip 
wire’ that detonates the mine when touched, 
‘The player has the option of which to use 
when setting up before the game starts (see 
8.8.9). Ifa “trigger’” hex is used, the mine 
may be detonated (fired—this uses “all” 
movement fuctors performing w detonate"? 
‘Action—see 11.1.13) by any soldier in the 
trigger hex. Ifa trip wire is used, the mine 
is immediately detonated whenever the first 
unit enters a trip wire hex. 

1.4.4.2 ANTI-TANK MINES (VMN): 
‘These are "*A" weapons that can be set off 
bby a vehicle entering its hex, The penetra 
tion number (‘'3"° for VMNI, ‘"6" for 
VMN2) is compared with the bottom armor 
‘basis and the track armor basis numbers 
(both are considered to be hit) to determine 
darmage—when set off, these hits are auto 
matic (see Option 19.3.8 for the effects of 
these hits) 

12.4.4.3 HITS ON MINE HEXES: If a 
hex that contains a mine or mines is the im 
pact hex for any other “E™, “G", “H" used 
us °G", or “W" weapons, all mines in that 
hhex immediately detonate(with the usual 
effects) after the effects of the impacting 
weapon are resolved 


MINES. 


12.4.5 SPECIAL SHOTGUN RULES 
(SHG): A Shotgun is extra equipment, Any 
soldier carrying one may use it or the major 
personal weapon when firing, 


12.4.6 SPECIAL MISSILE RULES 
(MSL, CBX): Guided anti-tank missiles are 
‘operated by a soldier with a contrat box 
(CBX), The missile unit (MSL) must start 
the game already placed in a hex. MSL units 
may not be pluced in a confined space (in- 
side a vehicle, bunker, pillbox, tower, cave, 
tunnel, or building).’ Since the missile is 
uided, its facing is not important, but it 
should be faced generally in the direction of 
the expected threat. For some missiles, the 
soldier and contro! box must be in the same 


hex as the missile unit, but for others the eon- 
trol box may be located there or in a hex 
‘separated’ by up to some range (given in 
Notes on the WEAPON CHARTS) from the 
missile unit (ee WEAPON CHARTS, 
Notes). Line of sight to the target is always, 
checked from the control box position, not 
from the missile position, The missile is fired 
by the soldier with the control box expend- 
ing “all” movement factors to do so. Once. 
fired, the MSL unit is removed from the 
game, as each may be fired only once. 
12.4.7 SPECIAL NIGHTSIGHT AND 
SCOPE RULES (NST,PNS,SCP): In the 
Advanced Game, both types of nightsights 
are treated identically and improve visibility 
to Observation Condition **1"” when firing. 
‘4 weapon equipped with one of them (see 
Option 16.7.2. for mote detailed rules). 
Weapons may have both a nightsight and a 

(actually @ combined instrament), and 
thelr combined effects apply. Nightsights 
and/or scopes do not necessarily have t0 be 
used, Automatic fire weapons using night- 
sights may only be fired at then targets in one 
hex per Impulse Phase. 


12.4,8 SPECIAL BODY ARMOR 
RULES (BDA): A "41" die roll modifier 
applies when firing @ pistol or submachine- 
un at or when resolving a blast number roll 
‘against a soldier “wearing’” body armor. No 
soldier may “"wear"* more than one set of 
body armor. 


12.4.9 SPECIAL DEMOLITION 
CHARGE RULES (DMC): Demolition 
charges are large bundles of explosives 
usually used (o destroy fortifications, Each 
may be used only once, To tse, the demoli- 
tion charge must first be taken into the hex. 
‘where it is to be used. The demolition charge 
‘may then be ‘‘armed” by any soldier in the 
hex, using “all” movement factors perform- 
Ing an “arm” Action (ge 11.113). Show 

‘arming’” by placing « demolition charge 
Unit mite hex “he derlton charge will 
then “explode” (fire) at the very end of the 
next Impulse Phase for the side that placed 
it, (hopefully) giving the player time to get, 
his soldier or soldiers away from the impuct 
hex. 


12.5 TERRAIN VALUES: All walls, 
fences, trees, roofs, hedges, roadblocks, etc 

have “terrain value numbers" defined in the 
scenarios. These numbers represent their 
resistance to hits, these terrain values vary 
from scenario to scenario, but standard 
values used, in most situations are_given 
(along with standard heights) in the STAND- 
ARD TERRAIN VALUES CHART on the 
Game Cards. For example, a “standard”? 
concrete or stone fence or wall has a terrain 
value number of ''8’" and heights of "1" if 
«a fence or "4" if a wall 


12.6 AUTOMATIC FIRE AT MULTI- 
PLE HEXES: As in the Basic Game, most 
automatic weapons must direct all of the 
bbursts to the same target hex when fired, but 
there are exceptions: 


12.6.1 TRIPOD WEAPONS: Tripod 
‘weapons not_using nightsights have the 
ability to be fired at automatic fire rates at 
target units in any number (up to their num- 
ber of bursts) of different hexes, as long as 
all target hexes are in the same firing are and 
firing is otherwise possible. Different modi- 
fiers may apply to different hexes, 

12.6.2 BIPOD WEAPONS: Any soldier 
units with weapons having bipods and not 
using nightsights may be used to fire ata 
tomatic fire rates at up to three different 
hhexes (rate of fire permiting), but these three 
hhexes must all be adjacent to each other (see 
diagram below), und all in the same firing, 
are. This can only be done if the firing unit, 
4s Prone or has a rest— otherwise, only one 
hex can be the target hex. 


ALL THREE HEXES ARE 
ADJACENT TO EACH 
OTHER, 


12.6.3 SUPPRESSIVE FIRE ONLY: All 
‘automatic weapons not using nightsights may 
be used for “suppressive fire" to any num 
bet (one burst per hex, up to their number 
cof bursts) of different hexes, The controll 
ing player announces, “suppressive fire”, 
then fires normally, ‘but no hits ean be 
scored. Instead, in every hex where a modi 
fied number of "10" or less cun be rolled, 
the target units are Suppressed. 


12.7 HITS WITHIN A HEX—INTER- 
PRETING THE HIT LOCATION TA- 
BLES: Cover and heights within a hex must 
bbe considered in the Advanced Game, Ex- 
actly where inside a hex did a projectile ae- 
(ually hit, und did it netually reach the hex. 
if some small gap had to be passed through 
first? These determinations require the use 
of additional die rolls and the use of the HIT. 
LOCATION TABLES on the Game Cards. 
‘These list the situations that can occur and, 
‘any modifiers that cun apply (treat modified 
die rolls of Jess than **1°" a5 ‘“1", and of 
more than 10" as ‘10"),. 

12.7.1 TWO, THREE, OR FOUR 
SIDES: In a hex with two or mote sides to 
consider, itis necessary to see which side of 
the hex i5 actually hit by a‘"G"" weapon, as, 
this can determine if cover applies tothe blast 
hit number. Once the impuct hex hus been 
determined, the firing player designates the 
sides as desired, the lower numbered sides 
always being those more desired by the fi 
ing player, and rolls the die. A die roll modi- 
fier of **~2"" applies if the range is 1-3 
hexes. The side hit determines if the cover 
is between the target unit and the blast or not. 
For example, in the TWO SIDES example 
shown below, a target soldier is on side 1 
of the fence. Ifthe projectile is determined 
10 land on side 1 of the hex, the soldier has 
nna cover, and ifit lands on side 2 of the hex 
the soldier does have the fence's cover to 
modify the die roll of the blast hit number. 
How this applies to vehicles is covered in 
Option 19.3.1.1 


1s 


EXAMPLES: 
TWO SIDES 


‘SIDE I: SIDE 2 


‘THREE SIDES (1) 
SIDE 1 SIDE 3 
(COVER) 


IDE 2 
THREE SIDES (2) 


SIDE 1 SIDE 3 
(COVER) 
SIDE 2- 


12.7.2 INTO FOXHOLE, DITCH, OR 
‘TRENCH: In a hex with a hole in the 
ground, it is necessary to determine if the 
“'G"" weapon lands i the hole or just near 
it, as this can determine if cover modifiers 
upply to the blast hit number. The die is 
rolled, and if one of the correct numbers is 
rolled, the hit is fm the foxhole or trench, and 
‘no cover die roll modifier applies, Other- 
wise, the cover modifier does apply. Since 
‘ditch occupies an entire hex, a hit in the 
hex always goes in the ditch. A die roll modi 
fier of “'=3"" applies if the firing range is 
one er dad 1 moor ppl te 
range is two or three hexes for detern 
iftieprojecile goes into foxhole or ranch, 
12.7.3 THROUGH DOOR, WINDOW, 
CAVE, OR LOOPHOLE: For any “G"", 
“"B", of "W" weapon with an impact hex 
located where the projectile would have to 
pass hrough an opening to reach, oF (for 
*'G" only, since "Fund “*W" weapons bit 
all sides of a hex) where the impact hex con- 
tins a wall opening, it is necessary to de- 
termine if the projectile passes through the 
opening or hit the wall around the opening. 
This impact hex can be the original target 
hex, or may be one determined by a 
SPREAD DIAGRAM, Ifa projectile fails to 
pas through an opening, its impact location 
‘will be the hex where this took place and on. 
tht side ofthe wall which was hit. A die rot 
modifier of “'~2"" applies if the range is one 
hex, and a modifier of *+1"" applies per 
height dfference from the firing unit to the 
nearest height of the opening. The projec- 
tile passes through automatically if the open- 
ing is in the same hex as the firing unit 
(normal fire arcs). Roll the die, and if one 
of the correct numbers is rolled (including, 
modifiers), the projectile passes through the 
‘wall opening, For example, below an attempt 
is made to fire a hand grenade through win- 
dow hex "A" 10 target hex “B". The 
‘grenade hits the target hex, but now it must 
be checked 10 see if t passes through the win- 
dow (roll of 1-3). If it does, the target hex 
is hit; if not, the grenade hits the wall (re- 
‘maining on side 2) in hex “‘A". If wall con- 
{ins more than one opening, the firing player 
decides which to attempt to pass through, 
SIDE 2 


GSSSS) 


12.7.4 COMBINATIONS: Combination 
locations are rolled one at a time, until the 
final hit location is determined. For exam- 
ple, a foxhole in a fence hex would require 
4a roll frst to see ifthe side of the hex con- 
taining the foxhole was hit, then, ifthat side 
was hit, a'roll to determine if the hit is in 
the foxhole or not, 

12.7.8 POSITIVE MODIFIERS: Nor- 
‘mally, a player is trying to hit a specific tar~ 
get and prefers the negative HIT 
LOCATION TABLES modifiers, but some- 
times something else may be preferred (you 
‘may want to hit the hex and nor go in the fox- 
hole, for instance), If desired, allow the fir 
ing player to announce before rolling the dic 
if the modifiers will be ""~"", as given in the. 
rules, or "+", 

13, ADVANCED GAME MELEE, 
COMBAT 


Advanced Game melee is similar to basic 
Game melee, and is summarized on the 
MELEE CHART on the Game Cards In the 
‘Advanced Game, melee occurs when the op- 
posing soldiers are both in the same hex and 
share at least one height. For example, a 
soldier who is at height °"7"" (“head 
Tocation—"'feet" are at height 5") Up a 
tree may not melee an oppasing soldier on 
the ground in that same hex. On the other 
‘hand, a soldier at height 4” Up a tree could 
be meleed by a Standing soldier on the 
ground in that hex, as the head of one and 
the feet of the other are both at height "2", 
For hill and depression hexsides and for 
‘walls that are on hexsides, melees ean occur 
between soldiers who are Up these hexsides 
and opposing soldiers who are also Up the 
same hexsides, or with soldiers in hexes that, 
include these hexsides. No melees are pos- 
sible through closed doors, windows or 
hatches, through loopholes or firing ports, 
through walls or fences that are higher than 
the soldiers involved, or between soldiers 
outside of a vehicle with those inside the 
vehicle, unless those inside the vehicle are 
Standing and therefore partially out of the 
vehicle (see Option 19.4.2) or the vehicle has 
‘an open top. Advanced Game melee includes 
‘A muich greater number of modifiers to the 
die roll than Busic Game melee, ‘These are 
cumulative and given below: 

13.1 PER ADDITIONAL ATTACKER 
OR DEFENDER: The die number is modi- 
fied by “*=2"" for euch uttacker in excess of 
the number of defenders, or by "+2" for 
each defender in excess of the number of 
attackers. 

13.2 CROUCHING OR PRONE AT- 
‘TACKER OR DEFENDER: 
or defenders are Crouchin 
Crouching and Prone, the dic number is 
modified by ‘*—1"" if this applies to the 
defender or by “*+1" if this applies to the 
postures of the attackers. If all attackers or 
defenders are Prone, the die number is modi- 
fied by *'+2" if this applies to the attacker's 
posture or by "'—2'"if this applies to the 
defender's posture. 

13.3 VS. REAR OF ALL DEFENDERS: 
If any one attacker enters the hex from the 


rear (see diagram) of all defenders, the die 
‘number rolled is modified by ““—3". 


‘DEFENDER 


13.4 STUNNED / INACTIVE / UN- 
ARMED: If all defenders are Stunned, In- 
and/or unarmed the number rolled ix 
modified by "3", If all attackers are 
Stunned, Inactive, and/or unarmed, the dic 
‘number is modified by “+3” 
13.5 ATTACKING UP OR DOWN: Ifall 
attackers had to change their height to enter 
the melee location, the die roll number is 
modified by “*+1"" ifthe change was up, and 
~1"" if the change was down. This applies 
only if the height change occurred with the. 
Inst movement factor(s) expended to get to 
the melee location, not for earlier height 
changes in other hexes, 
13.6 BAYONET: Weapons whose notes in- 
dicate that they have bayonets (“Y"") are 
considered to have these “fixed”? and ready 
for use. If all attackers have bayonets and 
no defenders have bayonets the die number 
rolled is modified by “~1". Ifall defenders 
have bayonets and no attackers have bayo= 
nets, the die number rolled is modified by 
we, 


14. SQUAD GROUPS AND 
NATIONAL EQUIPMENT 


‘The following information may be used by players 
to quickly setup their own variants based on the 
information given in some of the scenarios, 


14.1 SQUAD GROUPS: Any squad in a group, 
ia closely matched in combat power with any other 
‘squad inthe same group, Depending on the group 
listed inthe scenario, the players may select squads 
from any nationalities that have been or may be 
engaged in combat with each other. Although this 
‘not an exhaustive list of squads, they do give 
Rood representation ofthese units as they appear 
Worldwide, Many ofthese squads follow official 
tubles of organization and equipment, but others 
were leaned from photographs or written 
accounts, Some of the more irregular forces have 
lie real formal structure, and "average" squads 
have been portrayed. Even in the most highly 
organized and disciplined units, wartime con- 
ditions reveal that infantrymen everywhere are 
tudept at trading or stealing equipment to replace 
‘oF augment their ise weapons. 
14.1.1 SQUAD INFORMATION NOTES: 
Some squads are given as dismounted and the 
vehicle in which they ride is listed— additional 
‘squid members would be on the vehiele in these 
‘eases and are not listed. Some countries vary the 
‘organization ofthe squads in a platoon—a notation 
such as “I of 3" indicates that one of the three 
squids in a platoon is organized in the given 
‘manner. For American squads during the Vietnam 
‘War, from the late 60s on, most squads in Vietnam 
used the M16 (RFLIO) while squads elsewhere 
used the M14 (RFL14) and MI4E2 (LMGI1), and 
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many of these squads in the groups give both 
‘organizations. Some “experimental” American 
‘squads are lised—these are squads formed to test 
new weapons that may or may not be standardized 
later. For guerilla forces, the country in the 
‘National Equipment Lists where information on 
them can be obtained is given (ie,, "see 
Rhodesia"), Since changes are often gradual, all 
dates should be regarded as approximations. 
14.1.2 SELECTION OF FORCES USING 
SQUAD GROUPS: Many scenarios can be setup 
by selecting squads from the appropriate groups 
aiven in the scenarios. Unless the scenario ready 
calls for multiple squads, larger or multi-player 
ames can be played by simply doubling the 
number of squads on exch side, Nore the scenario, 
date or determine your own date for the battle— 
sone weapons and squads are unavailable on all 
ats, 
14.1.3 ASSIGNING EXTRA EQUIPMENT: 
‘Assign extra equipment to both sides in the same 
proportion as the squad group numbers used in 
the scenario. For example, ifa scenario had side 
"A" with a group 8 squad and side "B" with a 
aroup 4 squad, side "A" should et extra equip 
‘ment in a ratio of 8:4 10 side "B" Generally, 
allow about 10-20 grenades and 2 rounds of 
ammunition for each non “*L™ weapon (or 15-30 
points, if Option 26.1 fs used) for the smaller 
hhumbered squad and proportionally higher 
quantities for the larger numbered squad. 
14.1.4 THE SQUAD GROUPS LIST: The 
format and abbreviations used here are 
in the Scenario Format section of the 


GROUP 4: (88-112 points), 

Afghan Motorized Rifle Squad (—) (1980 on): 
3/2; 18; 1xLMG21, 1xMPL2O, 4%¢RELI (Dis- 
‘mounted from any APC or IFV_2 of 3), 
Chinese Local Forces infuntry Squad: 3/2; 18; 
1xLMG6 or 12, 1xMPLI9 oF RFLT, 6xRFLT, 
1xSMG2, 4, oF 9 

FROLOZI, SAANC, ZANU, or ZAPU Guerilla 
Squad (1968-1980): 3/2 8xRFLI, 
1xSMG#, 7, 9, or 11 (see Rhodesia), 
Egyptian infantry Squad (1965-1970): 9/2; 18; 
IXLMG10, 1XMPLI9 SXRFLI8 or 21, 
2x$MG1, 9, oF 10, 

Egyptian “Motorized Infantry Squad 
(1965-1970); 3/2; 18; 1XLMG20 or 23, 
IxMPLI9, 3*RFLIB or 21, 3%SMG9 or 10 
(Dismounted from BTRSO, BTRIS2, or O72) 
Greek Reserve Infantry Squad: 3/2; 18; 
IXLMGIS, 8XRFL7, 1xSMG2. 

Israeli Paratrooper Squad (1968-1974): 3/3; 18, 
1A; LXLMGIL, 2RELS, 3xSMQ7. 

Libyan Motorized Rif_e Squad (1975 on): 3/2; 
15; 1xMPL20, 7*RFL1 (Dismounted from 
BMPI—1 of 3). 
‘Mujahideen Guerilla Squad (1979 on): 4/2; 18; 
1xMPL20, 2xRFLI, 4xRFLT, 1 xSMG2 or 10 
(see Afghanistan), 

Rhodesian Security Force Infantry Squad 
(1965-1980); 3/2; “1S; 1XRELS, 8xRFL7, 
IxRFLU; 1<BPD. 

South Vietnamese Infantry Squad (~) 
(1965-1966): 3/2; 1S; 1XLMGI0, 7*RELIS, 
Soviet Long-Runge Reconnaissance Squad: 3/3 
‘or 4/2; IC, 18, 1A; SXRFLI; 1XBPD (1 of 3) 
Soviet Long-Range Reconnaissance Squad: 3/3 
for 4/2; 18, 1A; 5XRELI; LXBPD @ of 3). 
Swedish infantry, Motorized Infantry, or 
‘Noorland Infantry Squad (1965-1968); 4/2: 18, 
1A; 4%RFL7, 2xRFLI8, 2xSMG6 or 9 2.0f 3). 
Syrian Motorized Infantry Squad (1965-1970): 
3/2; 18; 1xLMG20, 1XMPLI9, 4xRFL21, 
2xSMG$ or 7 (Dismounted from BTRSO). 
‘Turkish Reserve Infantry Squad: 3/2; 1S, 1A; 
1xLMGIO or 15, 7xREL7, 2xSMGIO. 

‘Viet Cong Guerilla Squad (1965-1966): 3/2; 1S; 
1xLMG20, 1XPST3, IXRFLI, 5xRFL21, 


1xSMG9 (see Vietnam). 
‘Yugoslav Reserve Infantry Squad: 3/25 18; 
1 XLMGIS, 6*RFL7, 2xRFI21, 1XSMG 4 or 
10. 


GROUP 5: (113-137 points). 
‘Afghan Infantry Squad (~) (1974 on}: 3/2; 18; 
1XLMG20, 1XMPL20, 6xRELI 2 of 3). 
‘Afehan Infutry Squad (~) (1974 on); 32; 1¢, 
18; 1xLMG20, 1xMPL20, 1xPST4 or SMGII, 
6%RFLI (I of 3), 

Albanian Infantry Squad (1974 on}: 3/25 18; 
1XLMG6 oF 20, 1XMPLI9, 7*RFLI or 16, 
‘Angolan Infuntry Squad (1976 on): 3/2; 1; 
1XLMG21, 1xMPL20, 6*RFLI. 

Belgian Armored Infuntry Squad (late 70s: 3/25 
1S, 1A; 2xLMGI0, 6*RFLI8. (Dismount 
from AMX-VCD, 

Chinese Motorized Infantry Squad: 3/2: 18; 
1XLMG20, 1XMPLI9 or 20, 7*RELI o 16 
(Dismounted from BTRIS2, of K63). 

‘Contra Guerilla Squad (~) (1981 on): 3/2; 18; 
AXRFLLIO; 2XBPD (see Nicaranua). 

‘Cuban: ‘Squad (1965-1973): 3/2; 1C, 18; 
1xUMG20, 1% MPLI9, 6%RFLI, 1xSMG7 oF 
11 Gof 3), 

Cuban Infantry Squad (1978 
TXLMG21, 1XMPL20, 64RFLI (1 of 3). 
Cuech Motorized Rifle Squad: 3/2; 18, 1A; 
IxLMG4, IXMPLI4 of 20; 6XRFLI 
(Dismounted from OTS2—I of 3 

‘Ceech Motorized Rifle Squad: 3/2; 1C, 18, 1A; 
TRLMG4, L<XMPLI4 or 20, 1XPST3. oF 
SMI, SxRFL! (Dismouned trom OT62—1 
East German Panzergrenadier Squud: 3/2; 18, 
JA; 1XLMG20 or 21, 1XMPLI9_or 20, 
TRRELI (Dismounted from BTRSO or 
BIRIS2—1 of 3), 

Fgyptian tnfiantry Squad (1965-1970): 3/2: 18; 
1XLMG20 or 23, 1XMPLI9, SXRELI8, 
2%SMG9 ov 10. 

Egyptian Infantry Squad (1969 on): 3/2; 
1xLMG20 or 23, 1<MPL20, 7RFLI 
Egyptian or Syrian Motorized Infantry Squad, 
(1970 on): 3/2; 1S; 1xLMG20, 1xMPL20, 
6RFLI (Dismounted from BTRSO, BTR6O, oF 
BTRIS2) 

FAO or Nicaraguan (Sandanista) Infantry 
Squad: 3/2; 18; 1XLMO20, 1xMPLIY oF 20, 
GRFLI @ of 3) 

FNLA or UNITA Guerilla Squad (1971 on): 
3/2318; 1xLMG20, TXRFL1, 1xSMG4 or 7 
for RFLI (see Angola) 

Hungarian Motorized Rifle Squad 3/2; 18, 1A; 
1<LMG20 or 21, 1XMPLI9 oF 20, 6RFLI 
(Dismounted from BTR6O—1 of 3). 
Hungarian Motorized Rifle Squad: 3/2; 18, 1A; 
1XLMG20 or 21, 1XMPLI9 of 20, 7*RFLI 
{Dignoumed trom NTRS, BTRIS2, oF OTS2—1 
of 3), 

Iranlan Revolutionary Guard Squad (1979 on 
3/2; 1S; 1XLMGIS, 1xPST1, 6xRFLIL oF 18, 
2x8MG2, 4, oF 7 (1 of 3) 

Iranian Revolutionary Guard Squad (1979 on}: 
3/2; 18; T®RELUL, 3xSMG7 Q of 3) 

iragt Infantry, Mountain or Republican Guard 
Squad: 3/2;" 18; 1xLMG20, 1xMPLI9, 
SxRFLI, 34RFL21 

Israeli Paratrooper Squad (1965-1974): 3/3: 1S, 
1A; 1XLMGI1, 1xRFLI or SMG7, 2xRELS, 
2xSMG7; 1xSCP. 

Israeli Paratrooper Squad (1971 on); 3/3 or 5/2; 
18, 1A; 1XLMGB, 2xREL4, 3<RFLIT. 
Libyan Motorized Rifle Squad (1973 on): 3/2; 
18; 1XLMG20 or 21, 1XMPL20, 6XRFLI 
(Dismounted from any APC or BTR6—1 of 3). 
Mujahideen Guerilla Squad (1979 on): 3/3: 
1XMPL20 or RELI, 2<RFLI, 4XRFL7, 
1xSMG2,4,5,7,9, 10, or (see Afghanistan). 


North Korean Infuntry Squad: 3/2; 18; 
1xLMG20, 1XMPLI9 of 20, 7XRELL 
‘North Korean Light infuntey Squad: 4/3 oF 672; 
18; SxRFLI 

‘North Vietnamese or Vietnamese (after 1975) 
Infantry ‘Squad: 172; 18, 1A, 1xIMG20, 
1XMPLI9 or 20, 6XKELI, 1xSMGI1 
Norwegian Reserve Infantry Squad: 3/2; 1S, 
1A; IXLMGIO, 1xMPL7, 7XRELT, 1%SMG 
10 oF 12, 

PLO Guerilla Squad: 32; 15; 1xLMG20 oF 23, 
TXMPLI9 oF 20, 7%RFLI (see Jordan and 
Lebanon. 

Polish Motorized Rifle Squad: 3/2: 10, 18, 1A 
1LMG20 or 21, 1XMPLI9 or 20, 3 RELI, 
2xRFLIS, 1xSMGIL (Dismounted roi 
BTRSO, BTRIS2, or OTS2—1 of 3) 

Polish Motorized Rifle Squad (1970 on): 3/2; 
18) 1A; 1XLMGS, IXMPL20, 4%RFLI, 
2XRFLIS Dismounted from BMEI—I of 3) 
Romanian Motorized Infantry Squad (1970 on}: 
3/2; 18, IA; 1LMG4, 1®MPL20, 6XRFLL 
(@ismounted from BTREO—1 of 3). 

South Korean Infantry Squad (1967-1970): 3/2; 
18, 1A IXLMOIO, BXRFLIB, 12SMG2 or 
Soviet Long Runge Reconnalssance Squad: 5/2; 
IC, 18, 1A; SKRELI; 1XBPD (1 of 3). 
Spanish Territorial Infantry Squads 3/2; 18; 
TRLMGS, 8 REL, 1xSMO9. 

Swealsh Keconnalwiance Squad1966 on) 3/2: 
1S, 1A; 1XLMG3 or 13, 1XMPLS or 6, 
3XRFLI1 (Dismounted trom Pov302—2 of 3) 
Syrian Infuntry Squad (1965-1970): 4/25 18; 
TXLMG20, 1¥MPLI9, 5xRFL21, 2xSMGH, 
7,10, of th 

Taiwan Reserve Infantry Squad: 3/2; 1S; 
1XLMGIO or 15, 10xRFL7, 1x8MG2, 
‘Turkish Infontry Squad 3 
LXLMGI0 oF 15, 8<RFLIG, 1 
West German’ Pancergrenadier Squad 
(4971-1980): 32; 18, 1A; 1x MG 

SXRFLU (Dismounted from Mi 
‘Yugoslay Motorized Rift 
1xLMGI6, TRFLIS, | 


Group 6: (138-162 points). 

‘American Mechanized Rifle Squad (lexperimen- 
tal, 1981-1984): 3/25 1S, 1A; 2XGLR3+RFLIO, 
V<LMG4, 3XRFLIO; 2XBPD (Dismounted 
from M2) 

Angolan Infuntry Squad (1976 ony: 4/2; 18; 
1xLMG20 or 21, 1xMPL20, SxRFLI, 
1xSMG4, 11, of 12 oF RELI of 3 

Argentine Airborne, Infantry or Mountain 
Squad (1970 on): 1/2;18; 1xLMGI1, 9xRFLS. 
‘Australian Infuntry Squad (1966-1969): 3/2; 18, 
TA; 1XLMG4, 7%RFLI8, 2xSMGB oF RFLG. 
Austrian Punzergrenudier Squad (196-1978): 
3/25 18, 1A; 1XLMGS, 7 RELI (Dismounted 
from Saurer 4K4) 

Austrian Mountain Squad (1979 on): 3/2; 18, 
TA; 1XLMG9, BXRELA, 1<RFL6; 12CBPD. 
Belgian Mechanized or Armored Infantry 
Squad (1982 on): 3/2; 18, 1A; 2XLMGII, 
GRFLS (Dismounted from AIF) 
Biafran Infantry Squad (1967-1970): 4/2; 
IXLMGIO of 15, 2¥RFLS, 6XRFLT (see 
Nigeria) 

British Infantry Squad (—): 3/2; 18, 1A; 
1XLMG3, 1XMPLS, 7XRFLIS 

British Mechanized Infantry Squad (mid 60s): 
3/3 or 4/9; 18, 1A; 1XLMGIS, 1XMPL7, 
4xRFL7, 2xSMGIO (Dismounted from any 
APC or TRV), 

Bulgarian Motorized Rifle Squad (1970 on): 
37; IC, 1S, 1A; 1xLMG4, 1xMPL20, 
4xRELI, 1XRFLI9, 1xSMGIi (Dismounted 
from BTR6O—1 of 3) 

Canadian Mechanized Infantry Squad (1983 
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Egyptian or Syrian Motorized Infantry Squad 
Hine Sineree a 
6xRFLI (Dismounted birae APC or FV). 
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‘French Mechanized Infantry Squad (1971 on): 
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(Dismounted from any APC or IFV), 

Tranian Revolutionary Guards Squad: 3/2; 18; 
Pea Pt Set id 
or IV). 

Isracti Paratrooper Squad (1971 on): 4/3; 18. 
‘Libyan Motorized Rifle Squad (1973 on): 4/2; 
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‘Nicaraguan National Guard (Samora) Infantry 
‘Squad: 3/2; 18; 9xRFLS, 1 xSMG2; 2xBPD. 
‘Nigerian Airborne, Airmobile, Infantry, or Ma- 
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Pakistani Mechanized Infantry Squad: 3/2; 18, 
Ee 

Philippines Infant quad (1965-1972); 3/2; 
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South Vietnamese Mechanized Infantry Squad 
(1967-1975): 3/2; 1S, 1A; 1XGLR2, 1xLMGS, 
‘6xRFLIO; 1XBPD (Dismounted from M113). 
Soviet Motorized Rifle Squads 3/2; 1C, 1S, 1A; 
2xLMG21, 1XMPL20, 1xPST4 or RFLI or 
SMGI1, 4¢RELI (Distounted from BTR6O—1 
of 3). 

Swedish Infantry or Noorland Squad 
(1965-1968): 4/2; 18, 1A; 1XLMG3, 4° RFL7, 
2<RFLI8, 1xSMG6 or 9 (1 of 3) 

‘Swedish Mechanized Infantry Squad: 3/2; 18, 
1A; LxMPLS or 6, 7xRFLI1; 2xBPD (Dis: 
mounted from Pbv302). 

‘Swedish Reconnaissance Squad (1966 on): 5/2; 
1S, 1A; SxRFLI1; 1xBPD (Dismounted from 
Pbv302—1 of 3 squads) 

Swiss Armored Infuntey Squad: 3/2; 18, 1A; 
1XLMGS, 1XMPL10 oF 12, 5xRFL20 (Di 
mounted from M113). 

Viet Cong Guerilla Squad (1965-1968): 3/3 oF 
47%; 18; 1XLMG20, LXPSTI, 3, or 4, 3XRELL, 
3XRFLT or 21, 1XSMG9 (See Vietnam). 
‘Yugoslav Rifle Squad: 3/2; 18, 1A; 1XLMG16, 
1<xMPLI6, 8*RFLIS. 


GROUP 7: (163—187 points) 
American Rifle Squad () (inf. or Lt. Inf. Bn, 
1968-1973): 3/2; IS, 1A; 2XGLR2, 1XLMGS, 
7 XRFLIO or 14; 2X BPD (RFLIO squads only), 
American Scout Squad (Inf, or Lt, Inf. Bna, 
19741984): 3/2) 1S, 1A; 1XGLRS-+RFLIO, 
9XRFLI0; 2 APD, 

Argentine Infantry Squad (1970 on): 3/2; 18; 
TXLMG3, 8xRFLS, 1x8MG 2, 7, oF 10 
Australian ‘Squad (1967-1970): 3/2; 18, 
TA; 1XLMG4, SXRFLIO, 2XRELIS, 
2XSMGB; 1XSCP, 

Binfran Infantry Squad (1967-1970): 4/2; 1 
1xLMGIO of 15, 2RFLS, 6XRFLIN ( 
Nigeria), 

British Infantry Squad: 3/2 
LXMPLS or 6, 8XRELI8. 
British Mechanized Infantry Squad (to 1983): 
4218, 1A; 1XLMG3 or 15, 1xMPL 
SXRELIA, 1XSMGI0 (Dismounted from any 
‘APC or IFV). 

British Paratrooper Squud (~): 4/2; 18, 2A; 
1<LMG3, 1x MPLS, 4x RFLI8, 1xSMG1O of 
RFLI8, 1xSMGIO, 

Canadian Mechanized Infantry Squad: 3/2; 18, 
TA; 1xLMG3, IXLMGIL, 1XMPLS or 6, 
6XRFLIA (Dismounted from M113), 

Chinese Paratrooper Squad: 4/2; 18, 1A: 
TxLMG20, 1xMPL19 of 20, 7RFLI of RFL. 
16. 

Cuban Infantry Squad (1972 on): 3/3; 18; 
IxLMG20 oF 21, 1 XMPL20, 6% RFLI (2 0f 3). 
Caech Motorized Rifle Squad (1970 on): 4/2 
18, 1A; 1XLMG4, 1XMPL20, 6XRFLI (Dis- 
‘mounted from BMP1—1 of 3), 

Cech Motorized Rifle Squad (1970 on): 4/2; 
IC, 18, 1A; 1xLMG4, 1x MPL20, 1><PST3 of 
SMG1i, 5xRFLI (Dismounted from BMP1—1 
of 3), 

Crech Motorized Rif_e Squad (1970 on): 4/2; 
1G, 18, 14; 1xLMG4, 1xMPL20, 4RFLI. 
LXRFLE, 1xSMG11 (Dismounted from 
RMPI—1 of 3). 

Danish Motorized Infantry Squad (1966-1978): 
3/2; 18, 1A; LXLMG3, 1XMPL7, 8XRELI8, 
East German Panzergrenadier Squad: 3/2; 1C, 
IS, 1A; IXLMG21, 1XMPL20, 1XPST4 or 
SMGII, 6XRFLI, 1RFLI9 Dismounted from 
BIRSO or BTRIS2—1 of 3) 

Egyptian Motorized Infantry Squad (1969 on): 
3/2; 1S; 1XLMG20, 1MPL20, 7XREL1, 
1 XAPCI(BTRSOP or BTRSOPK), 2BTRISZC of 
BIRIS2D), or 4(M113A1), 

Egyptian Paratrooper Squad (1969 on): 4/2; 18, 
LA; 1xLMG20 of 23, 1xMPL20, 7*RFLI. 
EL Salvadoran Infantry Squad (1982 on): 3/2; 


1A: 1XLMG3, 


1S; 1xLMG4, 8xRFLIO or 11, 1xSMG7 or 
RFLIO; 1<BPD. 
EDR or FMLN Guerilla Squad (1980 on): 3/2; 
18; IXLMGS, 7XRFLS, 2xSMG7 (see El 
Salvador) 
FNLA, FNLC, FROLOZI, SAANC, SWAPO, 
UNITA, ZANU, or ZAPU Guerilla Squad 
(1976-1980): 4/2; 18; 1XLMGI2, 20, or 23, 
TRRELI, 1XSMGS or 7 or RELI (see Angola, 
Rhodesia, and South Africa). 
French Regular or Foreign Legion Paratroop- 
‘er Squad (1970-1979): 4/3; 18, 2A; 1xLMG2, 
2xRFLI3, 4%RFLI8, 1xSMG9 or RFLIS, 
2xSMG9. 
FROLOZI, SAANC, ZANU, or ZAPU Guerilla 
‘Squad (1965-1977): 3/3; 18; 9XRFLI (see 
Rhodesia) 
Hungarian Motorized Rifle Squad: 4/2; 1C, 1S, 
1A; IXLMG20 or 21, 1xMPLI9. or’ 20, 
OXRELI, 1XREL3 (Dismounted from BTRSO, 
BIRIS2, or O162—1 of 3) 

jungarian Motorized Rifle Squad (1972 on): 
/2; IC, 1S, 1A; 1XLMG4, 1XMPL20, 
S:eRPLI, 1XRPLS, 1 xRFL19 (dismounted from 
BTR6O— 1 of 3), 
Indian Mechanized Infantry Squad (1968 on): 
42; 1S, 1A; 1XLMGIS, 1XMPL7, 6*RELIS 
(Dikmounted from any APC oF IFV).. 
Iranian Armored Infantry Squad: 3/25 18, 1A; 
IXLMGS, 8%RFLIL (Dismounted from any 
APC or IEV), 
Iranian Infantry Squad: 3/2; 18, 1A, 
1XLMGIS, 10XRFLIU. 
Iraqi Motorized Rifle Squad: 3/2; 18; 
1%LMG20, 1XMPLI9 or 20, 7xRFLI, 
1x$MGI0, 1x APCL(BTRSOP) oF 2. 
Iraqi Special Forces Squad (1970 on): 4/2; 18, 


1A; 1XLMG20, 1xMPL20, 3%RFLI, 
1xRFLB, 2x8MGI10 or RFLI of 21 

Israell Infantry Squad: 3/ 

&RFLS, 1x8MGT or RI 

Israell Mechanized Infantry Squad: 
IXLMGL1, 7*RFLS, 1SMG7 (Dismounted 
from any APC), 


Tapunese Mechanized Tnfuntry Squad: 3/2; 18, 
1A; 1XLMG2 or 7, 1XMPL6 or 7, 7XRFL22 
(Dismoanted from SU60) 

ordanian Infantry Squad: 3/2; 18, 1A: 
1xLMGIS, 9xRFLS; 1xDPD. 

Nigerian Airborne, Airmobile, Infantry, or Ma- 
vine Squad: 3/2;"18; 1xLMG3, 1xMPLI9, 
TxRELL, LXSMGIO 

North ‘Korean Infintry Squad: 4/2; 18; 
1XLMG20, 1XMPL19 of 20, 7*RELL 
North Korean Motorized Rife Squad: 3/2: 18: 
1XLMG20,1XMPLI9 or 20, 7RFL1, 
LxAPCI, 3, oF 3. 

North Vietnamese or Vietnamese (after 1975) 
Infantry Squad: §/2; 18, 1A; 1xLMG20, 
1XMPLI9 of 20, 6 RELI, 1 xSMGS or RELL 
North Vietnamese or Vietnamese (after 1975) 
Motorized Rifle Squad: 3/2; 18, 1A; 
1XLMG20, 1XMPLI9 or 20, 7*RFLI, 
1xAPCI of 3. 

Pakistani Infantry Squad: 3/2; 18, 14; 
2LMGI5, 1xMPLI7 oF 18, 7<RELI oF I 
PLO Gueritla Squad: 4/2: 18; 1%LMG20 oF 23, 
1XMPLIO oF 20, 7RFLI (see Jordan and 
Lebanon). 

Polish Motorized Rifle Squad (1970 on): 4/2; 
1G, 1S, 1A; 1XLMG4, 1XMPL20, 3<RFLL, 
2XRFLIS,, 1xSMGI1 (Dismounted from 
BMPI-1 6¢3) 

Portuguese Infantry Squad: 3/2: 1S, 1A: 
1xLMGS of 13, 9xRFLI 

Portuguese Mechanized Infantry Squad: 3/2; 
18, 1A; 1XLMGS, 18MPLT, GXRFLIY (Dis: 
‘ousted from 180). 

Rhodesian Infantry Squad (1965-1980): 3/2: 18, 
1A; IXLMG3, 3XRFLS, 1XSMGT or 10, 
South African infantry Squad (1965-1975): 
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18, IA; 1XLMG3 or 15, 9xRFLS. 
‘South Korean Infantry Squad (196 


A975): 3125 


18, 1A; 1XGLR2, 1xLMG4, 7XRFLI4, 
1xSMG2, 
South Korean Mechanized Infantry Squad (—) 


(1968-1969): 3/2; 18, 1A; 
LxRFLI3, 6XRFLIB, 1 APCS. 
South Vietnamese Infuntry Squad (1968-1975); 
3/2; 1S, 1A; LXGLR2, 1XLMGS, 7XRFLIO, 
1%SMG2 of RFLS, 

Soviet Motorized Rifle Squad (60s): 4/2; 1S, 1A; 
1¥LMG20 of 21, 1<MPLI9 or 20, 73RFLT 
(Dismounted from BTRSO or BTRISZ—I of 3). 
Spanish Infantry Squad: 3/2; 1S, 1A; 
IXLMGS, 9xRFLL 

‘Swedish Mechanized Infantry Squad: 3/2; 18, 
TA; LXLMG3, 1xMPIS or 6, 6%RFLI (Dis 
‘mounted from Pbv302—2 of 3). 

‘Taiwan Reserve Infantry Squad: 4/2; 
IXLMGIS or 18, 10xRFL7, 1xSMG2, 
‘Yurkish Infantry Squai 
1XLMGIO or 15, 8XRFLIB, 
RFLI3, 

‘Viet Cong Guerilla Squad (1965-75): 3/3; 
1<LMG20, 1XPSTS or 4, 4¢RFL1, 3XRFLT 
or RFL2I (see Vietnam). 

‘West German Panzergrenadier Squad (1971 
on): 4/2; 1S, 1A; 1XLMG5, 1xMPLIS or 
RFLI1, 5%RFL11 (Dismounted from Marder). 


GROUP 8: (188—212 points). 
American Rifle or Alr Assault Rifle Squad 
(1968-1974): 3/2; 18, 1A; 1xGLR2, 1xLMGH, 
1XLMGH oF RFLIO, 8XRELIO or 14; 1<BPD 
(FLIO squads only) 
“American Rifle Squad (1974-1984): 3/2: 18, 1A: 
2GLR3+RELIO, 9XRFLIO; 2xBPD, 

‘ANC, FNLC or SWAPO Guerilla Squad (1975 
fon): 4/3; 18; 1%LMGI2 oF 20, 7RFLI (see 
Angola and South Aftca. 

‘Austrian Infantry or Mountain Squad (1979 
‘onl 4/2; 18, 1A; 2LMG9, 7xRFLA, L*RFLS, 
Belglan Armored tnfuntry oF Mechanized In- 
fantry” Squad (1980 on): 4/2; 18, 1A; 
2XLMGI1, GXRELS, 1XSMG7 (Dismounted 
from M113). 

Biafran Infuntry Squad (1967-1970): 3/3; 18; 
1xLMGIO or 15, 2XRFLS, 6*RFLI8 (see 
Nigeria) 

British Mechanized Infantry Squad: 4/2; 18, 
1A; IXLMG3, 1XMPLS of 6, 6 RELIB (Dis 
‘mounted from Saracen). 

‘Candian Mechanized Tafuntey Squad: 4/2; 18, 
TA; 1XLMG3, 1XLMGI1, 1XMPLS of 6, 
4X RELIG, 1xSMGI0 (Dismaunted from M113). 
Chinese Motorized Infuntry Squad: 3/2; 18; 
TxLMG4 oF 20, 1xMPL20, 8XRFLI oF 16, 
1APCS 

Chinese Motorized tnfantry Squad: 3/3; 15; 
IXLMG4, LXMPL20, 72RFLI or 16 (Dis- 
‘mounted from K63), 

‘Cuban Infantry Squad (1972 on): 4/2: 1C, 18; 
1xLMG20 of 21, 1xMPL20, 1xPST4, 
SXRFL1, 1xRFLIS (1 of 3). 

Danish Armored Infantry Squad: 3/2; 18, 14; 
TXLMGS, 1XMPLS of 6, 8*RELIL (Dis- 
‘mounted from M113). 

East German or Romanian Marine Squad: 4/2; 
1S, IA; 2«LMG4, 1xMPL20, SxRELI (Dis: 
‘mounted from BTR6O—1 of 3). 

Enst German Panzergrenadier or Marine 
Squad: 4/2; 1S, 1A; ZxLMG4, 1xMPL20, 
4xRELL, 1XSMGI1, (Dismounted from 
BTREO— 

1 of 3). 

East German Paratrooper Squad (1975 on): 
$72; 18, 1A; 1xLMG20 or 21, 1xMPL20, 
OxRELI. 

Egyptian Airmobile Infantry Squad (1969 on): 
3/8; 18, 1A; 1XLMG20 or 23, 1xMPL20, 
7eRFLL 


2xLMGIO, 


Egyptian or Syrian Motorized Rifle Squad 
(0989 one 3/22 18; 1xLMG20, 1 MPL20, 
TARFLI, 1 IEVG(BTROOPK), 
innish Jasper Squad: 4/2; 18, 1A; 1<LMG14, 
1 XMPLS or SMOS or 9, 7¥RELIS, 1xSMOS 
or 9. 

Finnish Mechanized Infantry Squad (1966 on): 
4/3; 15, 1A; 1xLMGI, MPLS of SMG oF 
9, 3RFLI5, 3xSMO6 or 9 Dismounied from 
BIRS0 or BIRD). 

French Regular oF Foreign Legion Paratrooper 
Squad (1965-1979) 4/2; 18, 2A; 1xLMG2, 
TXMPLT or MPL21, S¥RFLIB, 3xSMG9, 
Greek Mechanized tnfinry Squad: 4/2 15, 1A: 
2eIMGIS, 6%RELS, 1=SMG2 oF RFL 13 (Di 
tmounted from AM i0P or M113) 
‘Hungarian Motorized Rifle Squad: 3/2; 1C, 18, 
TAM IXLMGty 19eMPLI9- or 20, 1XPST4, 
G2RMLL, TRFLS, 1 IFVECRTREOPK) (of 
5. 
Indian Mechanized Infantry Squad (1968 
3/3; 18, 1A; TXLMG3, 1xMPLY, 6xRFLIB, 
1SMGI0, 1>APCI or 2. 
Indian Mountain Squad: 4/2; 18, 14; 
T=LMGIS, 1XMPL7 or RELS, 8xRFLIB, 
Iragi Special Forees Squad: 3/3: 18, 1A: 
TSAMGa0,1eMPL20-o¢ RELI, 4¢RFLI, 
LXRFLE, 1xSMG4 oF 10 oF RELI 
Iranian Infantry Squad (+): 3/2; 1C, 18, 1A; 
VRLMGIS, IOXRFLII, 1<SMG2, 4, oF 7 
Iranian Infantry Squad (+): 3/23 1C, 18, 1A: 
TXLMGIS, IO*RELIT, 1xSMO2, 4, oF 7 
Inraell Mechanized Infuntry Squad (1973 on): 
aS, 1A TeLMGIty 1eRFLL oF 17, 
7RFLS (Dismounted from M113). 

Htalian Mechanized Infantry Squad ¥/2} 18, 
1A; 1xLMGS, 1XLMGIT, IxMPLI, SxRFLS, 
2xSMGI0 (Dismounted from M113} 

Libyan Motorized Rifle Squad (1973 on) 3/2: 
18; 1sLMO20 or 21, 1#MPL20, HoRELA, 
LAC or 4 (1 0f 3) 

‘Netherlands Armored tnfanry Squad: 32; 1S, 
TAP 2xLMG3, 1 MPLS or 6, O&RELS (Die- 
mounted fom 'AMx-VCI of M13). 

Nigerian Airborne, Alrmoblle, Infantry, oF 
‘Marine Squad: 42; 18; 1LMGIS, 1xMPLI9, 
7xRFLII, 1xSMGI0, 

North Vietnamese or Vietuamese (after 1978) 
Infantry Squad: 3; 18, IA; 1xLMG20, 
LeMPLI9 or 20, 7 RELL 

Norwegian ‘Infuntey ‘Squad: 3/2; 18, 1A; 
TXUMOS, 1 MPLS or 6.79sRFL 1, 1>e8MG 
ors 

Pakistant Infantry Squad 3/2; 18, 1A; 
2XLMGIS, 1XMPL7, 17, 0F 18, 7RELL. 
PLO Guerilla Squad: 3/3; 1S; 1*LMG20 or 23, 
1 MPLIB 0¢ 20 or REL, 7=RFLI (se Jordan 
and Lebanon, 

Polish Marine Squad: 5/2; 18, 1A; 1xLMGS, 
TXMPLIO or 20, 42RFLI, 2XRFLIS (Dis: 
mounted from TR60), 

aul Tnfantry. Squad 3/2; 18; 
94 RPLIT, RELI2. 
Saudi Mechanized Infantry Squad: 4/2; 18; 
1LMG3, 6XRFLIL, 2¥RFLI2 (Dismounted 
from M113) 
South African Mechanized Infantry Squad 
(1965-1975): 4/2; 1S, JA: PXLMGLS, Sx RELS 
(Dismounced fom TEVA) 
South Vietnamese Infantry. Squad (—-) 
(1920-1978); 4/3118, 1A; 1¢GLR2, 1 xLMGA, 
{xRELIO; 2 BED. 

Soviet Airborne Squad (1978 on): 4/3 or 62; 
18, TA; 1xEMG22, 1xMPL20, 43¢RFL2 (Dist 
mounted from BMDI—2 of 3). 

Soviet Motorized Rifle Squad: 4/2; 1S, 14; 
INIMOS, TeMPLIO, SMRELI (Dismounted 
from BMB1 or BMP2--i of 3), 

Spanish Paratrooper Squad: 4/2; 1S, 
TRLMGIS, TXRFLII, 2SMG8 or 10, 


1xLMG3, 


1A; 


‘Swedish Infantry, Noorland Infuntry, or 
Motorized Infantry Squad (1968 on): 3/3; 15, 
1A; SXRFLI1; 2XBPD @ of 3). 

Swiss Fusilier, Border or Fortress Infantry 
Squac 18, IA; LXLMGS, 1XMBLIO or 


Taiwan Infantry or Light Infantry Squad (ate 
(60s): 3/2; 18; 18GLR2, 1xLEMGA, 1xLMGI, 
SxRELIG, 

Turkish Mechanized Infantry Squad: 3/2; 18, 
1A; 1XLMGS,_1XMPLT, BXRELIT. (Dis: 
mounted from M13 or V150) 

West German Panzergrenadier Squad (1971 
ons a, TS, TAL DSIMGS, T=MPLIS. or 
RFLIL, 5xRFLII (Dismounted from Marder) 


GROUP 9: (213-237 points). 
‘American Atr Cavalry Rifle Squad (1974-1980): 
3/2; 1S, 1A; 2XGLR3+RFLIO, 1xLMGS, 
1xMPLI3, 6<RFLIO; 2*BPD. 
American Mechanized Rite Squad (1965-1974): 
473; 1S, 1A; 2XGLR2, 1xLMG4, 1XLMGI1 
oF RELIO, 5xRFLIO or 14) 1x<BPD (RELIO 
‘quads only) (Dismounted from M113). 
‘American Rifle Squad (Experimental, 1984 on): 
3/2; 18, 1A; 2XGLR3-4RFLIO, 2% LM 
TRRFLIO, 
Hulgarian Motorized Rifle Squad (1970 on): 
3/2, IC, 18, 1A; IXLMG4, 1XMPL20, 
IxPST4, SxRFLI, UXRFLI9, 1XSMGII, 
L®APCI or 2. 
Chinese Mountain Squad: 3/3; 18, 1A; 
1xLMG20, 1xMPLI9, 6<REL1, 1X KFLS. 
Cuech Paratrooper Squad (1968-1978): 4/3; 18, 
TA; 1XLMO23, 1xMPLI4, 19, 020, S¥RFLI, 
1xSMGHI or RFLI (2 of 3) 
Cuech Paratrooper Squad (1975 on): 4/3; 1C, 
18, 1A; 1XLMG21, 1xMPL20, 5xRFLI, 
1xSMGH1 (1 of 3). 
East German Commando Squad (1979 on): 4/35, 
1G, 1S, 1A; 1xLMG20 or 21, 1xMPI20, 
IxPST4, 3XRFLI (1 of 3), 
EL Salvadoran Infantry Squad (1981 on): 4/25 
1S; 1XLMG4, 8RFLIO or 11, 1XSMG7 oF 
RFLIO; 1<BPD. 
EDR or FMLN Guerilla Squad (1980 on): 4/2; 
1S; ISLMOS, 7XRFLS, 2x8MO7 (ie 
ivador) 
ENLA, FROLOZL, MPLA, SAANC, UNITA, 
i, oF ZAPU’ Guerilla. Squad: 3/3; 18; 
TetMGLy, 1nMPL20, SRELT ee Angola 
‘and Rhodesia, 
French Infuntry or Mechanized Infuntry Squad 
(1971 ony: 472; 18, LA; 1XLMG2, LxMPL2L, 
‘TARFLI8, 1XSMG9 or RFLIB (Dismounted 
from AM x 10P or VAB). 
Hungarian Motorized Rifle Squad (1973 on): 
47% IC, 1S, 1A; 1XLMG21, 1xMPL20, 
OxRELI, 1xREL3, 1XRFLS (Dikmounted from 
BTRSO, ATRIS2, or OT62—I of 3), 
[sraelt Commando Squad (1971 on): 6/3; 1¢, 
TA; 1XLMG8, 1XRFLI, 4, or 17, RELA, 
3xRFLIT. 
Israeli Mechanized Infantry Squad: 5/2; 18, 1A; 
IXLMGH1, 7RFLS, 1x$MG7 of RFLI7 (Dis- 
‘mounted from any APC or IFV). 


Italian Lagunari Squad: 4/2; 18, 1A; 
2XLMGII, 6XRFL9, 2xSMGIO. 
‘Jordanian infantry Squad (1968-1975): 4/2: 18, 


1A; 1XLMGIS, 9XRELS; LXBPD. 
Jordantan Mechanized Infantry Squad: 4/2; 18, 
1A; 1XLMG3, 8xRELS, 10, of 11; 1<BPD 
(Dismounted from MIIS or Saracen) 
Jordanian Mechanized Infantry Squad: 3/2; 1S, 
TA; 1XLMG3, 9XRFLS, 10, oF 11, 
1<APCAMII3A1); 1 xBPD. 

Netherlands Murine Squad: 4/2; 18, 1A; 
1XLMG3, 1xLMGI1, 7*RFLS. 

North Korean Motorized Rifle Squad (mid 70s 
fon); 4/3; 18; 1xLMG21, 1xMPL20, $xRFLL 
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{Dismounted from any APC or IFV) 
North Vietnamese or Vietnamese (after 1975) 
4/2; 18, 1A; 
7xRELI, 


Motorized Rifle Squad: 
1xLMG20,1xMPL19, 
1¥APCIBTRSOP) of 3, 
Norwegian Mechanized Infantry Squad: 4/2; 
18, TA} 1<LMGS, 12¢MPLS or 6, 6®RFLII 
(Dismounted from M113) 

Polish Commando Squad (1979 on): 4/3; 18, 
1A; IXLMG21, 1xMPL20,4%RFLI, 
1xRELIS, 

Polish Paratrooper Squad: 4/3; 1C, 18, 1 
1xLMG20 or 21, 1xMPL20, 3%RFLI, 
2eRFLIS, 1XSMGII (1 of 3). 

Portuguese Infantry Squad: 4/2; 18, 1A; 
IXLMGI3, 9%RFLS or RFLIL 

Rhodesian Infantry Squad (1965-1980): 4/2; 18, 
TA; 1XLMG3, 8xRFLS, 1<SMG7 or 10 
South Korean infantry Squad (1968-1969); 5/2: 
1S, 1A; 1XGLR2, IxLMGI0, 7XRFLI8, 
IxSMG2. 

South Korean Mechanized Infuntry Squad 
(1975 on): 4/2; 18, 1A; 1xGLR2 or 
GLR3+RFLIO, OXRFLIO; 2xBPD (Dis- 
‘mounted from M113). 

South Vietnamese Infuntry Squad (1968-1970): 
4/2; 1S, 1A; 1XGLR2, 1XLMG4, 1xRFL6 or 
RFLIO, 7*RFLIO, 

South Vietnamese Mechanized Infantry Squad 
(=) (1967-1975): 3/2; 18, 1A; 1XGLR2, 
1XLMG4, 7XRFLIO, LX APCA(MLISAL 
South Vietnamese Ranger Squad (~): 4/2; 18, 
TA; 2*GLR2, 1xLMGS, 6*RFLIO; 2x BPD, 
Soviet Atrborne Squad (1978 on): 4/3; 18, 1A; 
TxLMG21, 1XMPL20, 4*xRPL2 (Dismounted 
from BMD1—2 of 3). 

Soviet Motorized Rifle Squad: 4/2; 1C, 18, 1A; 
2XLMG4, 1XMPL20, 1xPST4 or SMGIL 
3x RELI, 1<RFLI9 (Dismounted from BMPI of 
BMP2). 

Sovlet Paratrooper Squad (1965-1968); 4/3; 18, 
TA; 1xLMG20, 1xMPL20, 6xRFLI. 
Spanish Mechanized Infuntry Squad: 4/2; 18, 
1A; 1XLMGS, &XRFLII (Dismounted {rom 
Muy) 

Spanith Mechanized Infantry Squad: 32:18, 
1A; 1XLMGS, 9XRFLIL, 1 APCA(MIISAI), 
Swedish Infuntry, Norland Infantry, oF 
‘Motorized Infantry Squad (1968 on): 3/3; 18, 
1A; 1XLMG3, 7XRELLI (1 of 3). 

‘Taiwan Airborne Squad (1978 on): 4/2; 18, 1A; 
1xGLR2, 10RFLIO; 2x BPD, 

‘West German Jaeger Squad (1982 on): 4/2: 18, 
IA; IXLMG3, IXMPL6, 6xRFLIL (Di 
‘mounted from M113). 

GROUP 10: (238-262 points). 
American Air Assuult Rifle Squad (1974-1980): 
47%; 18, TA; 2XGLR3+RFLIO, 9xRFLIO; 
2xBPD, 

‘American Air Assault Rifle Squad (19H0 on): 
3/2; 1S, 1A; 2XGLR3+RFLIO, 2<LMG4, 
7*RFLIO; 7*BPD. 

Argentine Motorized Infantry Squad: 3/3; 18; 
1XLMGI1, 9XRELS (Dismounted from M113). 
Australian Infuntry Squad (1966-1965): 5/2; 18, 
1A; LXGLR2, 1xLMG4, 1*RFL6,2*RFLIO, 
4 RELIB, 1xSMGK; HPD, 

‘Austrian Tnfantry or Mountain Squ 
TA; IXLMGI1, 8*RFLS of 11, 
or 12, 

‘Austrian Panzergrenadier Squad: 2/2; 18, 1A; 
1%LMGS, 9XRFLA or 11, 1XAPC9. 

Belgian Armored Infantry Squad (1982 on): 
3/2; 18, 1A; 2<LMGI1, 8*RFLS, 1 xIFV1 
British infantry Squad (~): 4/3 or 6/2; 18, Ai 
1XLMGIS, 1XMPLS,5%RFLI8, LXSMGI0 or 
RFLIB. 

Chinese Motorized Infantry Squad (197S on): 
472; 1S; 1xLMG4, 1xMPL20, 8XRFLI6, 
TXAPC3, 


5/2; 1S, 
»SMGI0 


‘Cuban Infantey Squad (1978 on): 4/3 or 6/2: 
1S, 1A; 1XLMG21, 1xMPL20, 6RFLI@ of 
3) 

‘Cuban Motorized Rifle Squad (1975 on): 3/2; 
IC, 18; 1xLMG4, 1xMPL20, 1xPST4, 
‘TRRELI, 1xIFVS(BMP1) (1 of 3). 

Caech Motorized Rifle Squad (1975 on): 3/2: 
IC, 1S, 1A; 1XLMGS, 1 xMPL20, 1 xPST3 oF 
SMGII, 6xRFLI, 1xRFLI9, 1APC6 (1 of 3). 
Caech Paratrooper Squad (1975 on): 4/3; 1S, 


iat ra a 
Hi alae 

ie Cain a. 
Finnish Mechanized Infantry Squad (1966 on): 
Mtn 

tea uma 
fe 
poration 

‘Greek Infantry or Paratrooper Squad: 4/2; 18, 
‘Hungarian Commando Squad (1979 on): 4/3 or 
Eta ere 
S*RFLI, 1XRFLI or 3 (1 of 3). 
Indian Mechanized Infantry Squad: 4/2; 18, 
ia ora et 


yuad (1979 on): 4/3 oF 
VxMPL20, 


from ny APC). 
Iranian Armored Infuntry Squads 3/2; 18, 1A; 
TXLMGS, TOXRFLIT, TXAPCI, 2, oF 
4(MLBAL 


Tragl Special Forces Squad: 4/3 oF 6/2) 18, 1A; 
1XLMG20, 1XMPL20, 4xRFLI, 1xRFL8, 
1xSMG 4 or 10, 

Isrnclt Paratrooper Squad (1968-1974): 6/3; 18, 
1A; LXLMGII, 2xRFLS, 2xSMG7, 1XSMG7 
or RFLI; 1xSCP, 

Japanese Infantry Squad: 4/2; 
1XLMG2 of 7, 1XMPL7, 4X RFL22, 
[Netherlands Armored Infantry Squad (1968- 
1981): 3/2; 18, 1A; 1XLMG3, 1xLMGII, 
OXRFLS, 1XAPCA(MII3A1), 

North Vietnamese or Vietnamese (after 1975) 
Infantry Squad: 4/2; 18, 1A; 1x1MG20, 
T<MPL20, 7*RFL, LxIFV6(ATRGOPK), 
‘Norwegian Mechanized Infantry Squad: 3/2; 
18, 1A: 1XLMGS, 1XMPLS or 6, 8XRFLI1, 
LXAPCA(MII3A1), 

Pakistani Mechanized Infantry Squad: 3/2; 18, 
1A 2XLMGIS, 1xMPL7, 17, 0c 18, 78RFLIL, 
Lx APCA(MII3AD), 

Philippine Infantry Squad (1972 on): 4/2; 18; 
TxGLR2, 1XLMG4, 9<RFLIO; 1xBPD. 
Polish Marine Squad: 5/2; 1C, 18, 1A: 
IXLMG4, 1XMPL20, 3xRFLI, 2xRFLIS, 
IXRFLS or 19 (Dismounted from BTR6O—1 
of 3). 

Polish Motorized Rifle Squad (1970 on): 3/2}, 
IC, 1S, 1A; 1x1 MG4, 1<MPI20, 1xPST4, 
3x RELI, 2xRELIS, 1XRFLI, 1XSMGII, 
1 xIFVS(BMPI) (1 of 3), 

Portuguese Infuntry Squad: 4/ 
1xLMGS, 9RFLI. 

Saudi Mechanized Infantry Squad: 3/2; 18; 
TXLMGS, 8XRFLIL, 2*RFLI2, 1XIFVI2 
(with weapon 42). 

South African Mechanized Infantry (1965- 
1975); 5/2: 18, 1A; 1XLMGIS, @XRFLS (Dice 
mounted from Saracen). 

South Vietnamese Paratrooper Squad (—) 
(1971-1975): 52; 18, 1A; 1XGLR2, 1XLMGS, 


15, 1A; 


18, 1Ay 


6xRFLI0; 2BPD. 
Soviet Airborne Squad (1973-1980): 5/3; 18, 


TA; 1XLMG21, 1xMPL20, 4%RFLi 
(Dismounted from BMD—2 of 3), 
Soviet Airborne Squad (1978 on): 5/3; 1C, 18, 


TA; 1MLMG21, 1#MPL20 or RFL2, 1<PST4, 
4XRFL2 (Dismounted from BMI of 3) 
Soviet Grenade Launcher Squad (1976 on): 3/3; 
18) 2XOURI, 3xRFLI (Dismounted. fo 
BIRSO oF BTRIS2). 

Swedish Motorized Anti-Tank Squad (1976 on}: 
Be 1S, 1A; 2XMPL5, 6*RFLII, 2xBPD. 
Swiss Mountain Squad: 4/2; 18, 1A; 11M 
TEMPLIO of 12, 8RFL20. 

Taiwan Armored, Armored Cavalry, or 
Mechanized Infantry Squad: 3/2; 15,’ 1A; 
1<GLR3+RFLIO, 1xLMG: 
LXAPCA(MII3A1). 

‘West German Mountain or Jaeger Squad: 
15, IA; 1XLMO3, LXMPLS of 6, TXRELIL. 
‘Vugoalay Mechanized Infantry Squad: 4/2; 18 
TAP REMGIG. DNRELIS: PEAPCI or 3 


GROUP LI: (263-287 points), 
American Alr Assault Scout Squad (1980 on): 
47%; 18, 1A; 3xGLR3+RFLIO, 7xRFLIO; 
TMP. 

American Light Infuntey Rifle Squad (1965- 
1974) 3/3; 18, 1A; 2xGLR2, 1xLMG4, 
1 XLMGIL or RFLIO, 6RFLIO or 14 1x BPD 
(RFLIO squads only), 

‘American Marine Rifle Squad (Experimental, 
1984 on): 3/2; 18, 3A; 3XGLRI4RELIO, 
3xLMGIT, 7*RFLIO, 

‘American Paratrooper Squad (1974-1984): 
1S, 2A; 2XGLR3 + RFLIO, 8XRFLIO; 2xBPD. 
Argentine Marine Squad: 3/3; 18, 1A; 
1xLMG3, 9XRFLS; 1xSCP. 

Australian Infantry Squad: 4/9 or 6/2; 18, 145 
IXLMG4, 8XRFLIS, 1xSMG8. 

‘Austrian Commando Squad (1978 on): 4/3 or 


6/2; 18, 2A; 2*LMG9, IXMPLS or 6, 
3xRFLA, 2xRPLS, 
British Marine Commando Squad: 4/3 or 6 


18, 2A; 1XLMG3, 7*RFLIS, 2%SMG1O. 
Bulgarian Motorized Rifle Squad: 4/2; 1C, 18, 
TA, 1XLMG20. or 21, 1xMPLIO" or’ 20, 
2KPST4, OXRELI, 1XAPC6 (I of 3) 

Cuban Motorized itile Squad (1973 on): 4/23, 
IC, 18; 1XLMG21, 1XMPL20, 2xPST4, 
SXRFLI, XRFLI9, 1xAPCI(BTRSOP or2( 
of 3). 

Danish Armored Infantry Squad: 3/2; 18, 14; 
IXLMGS, 1XMPLS or 6, 10XRFLI1, 
1 x APCA(NELI3AD). 

East German Panzergrenadier Squad (1970 
fon): 3/2: IC, 18, 1A; 2XLMG4, 1xMPL20, 
1xPST4, 4 RFLI, 1XRFLI9, 1x$MGII oF 
PST4, 1X1FVS(MP1) (1 of 3). 

Finnish Infantry Squad (1966 on): 4/3 or 6/2; 
18, 1A; 1<LMGI4, 1XMPL9 or SMGG oF 9, 
TXRELIS, 1XSMG6 or 9, 

French Mechanized Infantry Squad (1971 on): 
3/2; 18, 1A; 1LMG2, 1xMPL21, 9*RFLI8, 
1x8MG9 or RFLI8, 1xIFV2, 

Greck Armored Infantry Squad (1978 on): 3/2; 
1S, 1A; 28LMGIS, 8XRELS, 1XSMG2 or 
RFLIS, 1xIFV2, 


Greek Marine Squad: 4/3 or 6/2; 18, 1A 
TxLMGIS, 7xRFLS, 

Tragi Motorized Rifle Squad: 4/2; 18; 
1xLMG20, 1xMPL20, 7RFL1, 1XSMGIO, 


I xIFV6(BTREOPB). 
Iranian Paratrooper Squad: 3/3; 1S, 1A; 
IXGLR3+RFLII, 1XLMGIS, 8xRFLII, 
LRFLI3, 

Israeli Mechanized Infantry Squad (1972 an): 
42318, 1A; IXLMGIL, 8xRFLS, 1XSMG7 or 
RFLI or 17, 1xAPCI(BTRSOPK), 2(BTR1S2D), 
or 4(M113A1—including modifications). 
North Vietnamese or Vietnamese (after 1975) 
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Infantry Squad (+): 4/3 or 6/2; 1C, 18, 1A; 
1xLMO20, 1xMPL20, 1xPST4, 7<RFLI. 

Philippine Marine Squad (1975 on): 4/2; 1S, 1A; 
IXGLR3+RFLIO, 1xLMG4, 9xRFLIO; 


nian Motorized Rifle Squad (1970 
2; 1C, 18, 1A; 1XLMG21, 1% MPL20, 
LXPST4, 6XRFLI, 1xSMGI1, 1xIFV6 
(BTROOPB) (1 of 3) 

Saudi Paratrooper Squad: 3/3; 
IXLMGS, 8XRFLU, 2*RFLI2. 
South African Motorized Infuntry Squad (1965- 
1975): 5/2; 18, 1A; 1XLMGIS, 9xRELS. 
Soviet Marine Squad (60s): 5/3; 1C, 18, 1A; 
2XLMGS, 1XMPL19 or 20, 1xPST4, 4xRFLI, 
1 *RFL8 (Dismounted from BTR6O). 

Syrian Motorized Rifle Squad (1972 on): 
42%; 18; 1%LMG20, 1x<MPL20, 7XRFLI, 
1 xIFV6(BTR6OPR), 

‘Turkish Mechanized Infantry Squad (1975 on): 
3/2; 18, TA; IXLMGS, 1xMPLT, 10XRFLI1, 
Lx APOMMLI3AD). 

‘Yuxoslay Mountain Squad (1971 on): 5/2; 18, 
1A; 1XLMG16, 1XMPLI6, 7%RELI6, 
TxRFLIO, 


GROUP 12: (288—312 points). 
American Armored Cavalry Rifle Squad 
(@974-1980): 572; 15, 1A; 2XGLR3 + RFLIO, 
TRLMG4, 1XMPLI3, 7*RFLIO, 1 APCS! 
2xBED, 

‘American Marine Rifle Squad (1965-1974 
‘Standard) 4/2; 18, 9A; 3XGLR2, 3<LMGN, 
TXRELI. 

‘American’ Marine Rifle Syund (1968-1974 
Vietnam: 4/2; 18, 3A; 3xGLR2, 1xLMG4, 
9=RFLIO; 2 BPD, 

American Marine Rifle Squad (Experimental, 
19840 on): 4/25. 18, 2A; 2XGLR3+RFLIO, 
2XLMGI7, 7*RFLIO, 

‘American Mechanized Rifle Squad (Exper 
mental, 1984 ony: 3/2) 18, 1A; 
2*GLR3+RFLIO, 2XLMGI7, SxRFLIO, 
1 xIFV9(n0 weapon 42), 

American Paratrooper Squad (Experimental, 
1984 on}: 3/3; 18, 2A; 2XGLES+RFLIO, 
2xLMGIT, 6xRFLIO, 
“American Ranger Squad (1974 on): 3; 18,24; 
2XGLRS /RFLIO, 9xRFLIO; 27D. 
Tritish Mechanized fnfantry Squad: 4/2; 18, 
1A; 1XLMG3, IXMPLS or 6, BXRFLIS, 
LeAPCLL 

Tuigarian Commando Squad (1979 on) 5/3; 18, 
1A, 1LMO20 oF 21, 1MPL2O, 6= RELI 
of). 

Canodion Mechanized Kafuntry Squad: 4/2; 18, 
TA; 1XLMGS, 1XLMGI1, 1<MPLS or 6, 
GXRFLIB, 1xSMGI0, LxAPCA, 

Cuban Motorized Rite Squad (1973 on): 3/3; 
1G, 1S; 1XLMG21, 1xMPL20, 8RFL1, 
I®APCL or 2 (1 of 3. 

Kast German Marine or Panzergrenadier 
Squad (1967 on): 4/2; 18, 1A; 2xLMG4, 
TXMPL20, ""'1xPST4, 6 RELI, 
1xIFV6(BTREOPK) (1 of 3); 

French Alpine Squad (1968-1980): 4/3 or 6/2; 
1S, 1A: 1XLMG2, 9XRFLIB 

French Regular oF Foreign Legion Paratrooper 
Squad (1970 on): 4/3 oF 6/2; 18, 2A; 1XLMG2, 
TXMPL21, 5xRFLI8, 3%SMO8. 

Tuulian Bersupliari or Motorized tnfuntey 
Squad: 4/2; 18, 1A; 1xLMGS, 1xLMGIT, 
TXMPL7, 7RFL®, 1xSMGLO. 

allan Paratrooper Squad: 4/3 or 6/2; 18, 1A; 
2KLMGII, SXRELD, 3xSMG8. 

Tapanese Paratrooper Squad: 3/2: 18, 2A; 
1xLMG2 oF 7, 1XMPL7, BxRFL22. 

North Korean Motorized Rifle quad (1980 on}: 
3/3; 18; 1xLMG2I, 1xMPL20, 7*RFLI, 
IxiEV6(BTROOPB). 

South African Motorized Infantry Squad (197 


18, 1A; 


on): 5/2; 1S, 1A; 2XLMGIS, 8XRELA or 5, 
South African Paratrooper Squad: 5/2; 1S, 2A; 
TXLMGIS, 10%RFL4 oF 5. 
South Korean Mechanized Infantry Squad 
(1975 on): 4/2; 1S, 1A; 1xGLR2 or 
GLR3+RFLIO, 10%RFLI0, 1xAPCS. 
Soviet Commando (Rejdoviki) Squad (1978 o 
373; 1C, 1S, 1A; 1xLMG22, 1xMPL20, 
SxRFL2, 1XSMGL1 (1 of 3), 
Soviet Commando (Rejdoviki) Squad (1978 on): 
5/3; 18,1A; 1xLMG22, 1xMPL20, 6xRFL2@ 
of 
Soviet Marine Squad (1967 on): 5/2; 1C, 18, 
1A; 2xLMG4, 1XMPL20, LxPST4 or SMGII, 
4SRILI,1XRELI9 (iemouned trom BTRAO— 
of 3) 
Soviet Special Forces (Vysotniki) Squad (1975 
18, 2A; 2XLMG21, 9xRFLL 
Special Forces (Vysotnikl) Squad (1980 
fon): 5/2; IC, 18, 2A; 2XLMG22, 9xRFL2 
Swiss Armored Infantry Squad (1976 on): 4/2; 
1S, TA; 1XLMGS, IxMPLI2, 7RFL20, 
14 APCAMI13). 
‘West German Airborne Squad: 4/3 or 6/2; 18, 
2A; /XLMGS, Lx MPLIS or RFLAL, 6*RFLIL 
‘West German Panzergrenadier Squad (1980 
on): 3/2; 1S, 1A; 1XLMGS, 9XRFLIL, 
IxIEVIO, 


GROUP 13: (313—337 points), 
American Armor Killer Squad (late 70s on): 
2MPL8, 


313; 1S, 1A; 2XGLRI+RFLIO, 
GxRFLIO; 2xBPD. 

‘American Mechanized Scout S 
472; 1S, 1A; 2xGLR3+RFLI 
6xRFLIO, 1xTDR6; 1XBPD. 
‘Australian Mechanized Infantry Squad: 5/2; 
18, IA; 1XLMG4, 8XRFLI8, 1xSMG8, 
1 XAPCAMII3AN), 

British Paratrooper Squad (~): 5/3; 18, 2A; 
1XLMO3, IXMPL4 or 5, 4xRFLIB, 
2xSMGIO. 

‘Cunuidian Mechanized Infantry Squad (Canada 
bbased—1979 on): 4/2; 18, 1A: 1XLMG3, 
1<LMGIL, 1<MPLS, 6RFLI8, 1XSMG10 ot 
RFLIG, 1 1FV8, 

Greek Mechanized Infantry Squad: 4/2; 1S, 1A; 
2xLMGIS, 9XRFLS, 1XAPCA(MLI3AL}.. 
Taian Alpini Squad: 4/3; 18, 1A; 2xLMGI1, 
6XRFLY, 2xSMG10, 


‘apanese Mechanized Infantry Squad: 4/2 
1A: 1XLMG7, 1XMPL7, 8XRFL22, 
Tx APCIO, 


Portuguese Mechanized Infantry Squud: 4/2; 
1S, 1A; 1XLMGS, 1XMPLI, 8%RFLIL, 
LIEV 12(without weapon 42). 

South African Mechanized Infantry Squad 
(1976 on): 4/2; 18, 1A; 2XLMGIS, 8<RFLA o 
5, UxIFVAL 

South African Mechanized Infantry Squad 
(1976 on): 5/2; 18, 14; 2xLMG3, 7 RFLA or 
'5 (Dismounted from Saracen). 

Soviet Airborne Squad (1973-1980): 4/2: 10, 1S, 
TA; 1XLMG21, 1XMPL20,2xPST4, 3xRFL2, 
LxPST4, 1xIFV4 (1 of 3). 

Soviet Grenade Launcher Squad (1976 on): 4/3 
for 6/2; 1S; 2XGLKI, 3XRFLI (Dismounted 
from BTRSO or BTRIS2). 

Soviet Marine or Motorized Rifle Squad 
(1968-1968): 4/2; 1C, 1S, 1A; 2xLMGA, 
IxMPLI9 oF 20, 1xPST4, 5XREL1, 1xRFLE, 
IxSMGI1 of PST4, 1x1FV6(BTR6OPK).. 
Soviet Motorized Rifle Squad (1979 oi 
IC, 18, 1A; 2XLMGS, 1xMPL20, 1xPSTS, 
6XRFLI, 1XIFV6(BTR70) (1 of 3). 

Soviet Motorized Rifle Squud (1980 01 
18, 1A; 2®LMG4, 1xMPL20, 1 xP! 
6X RELI, 1xIFVS(BMP2) (1 of 3). 
‘Swedish Armored Infantry Squad (1976 an): 
3/3; 18, 1A; 1xMPLB, 7RFLI1, 1xAPC8; 


2: 


‘2XBPD (1 of 3), 
‘Turkish Paratrooper Squad: 4/3; 15, 24: 
S2RFLLL, IxSMG2; 2BPD, 1xSCP, 


GROUP 14: (313-337 points). 
“American Green Beret (A Team) Squad (1974 
on 52} 1G, 18, 24; 3xGLRS+RFLIO, 
SxRELIO; 3 BPD. 
“American Marine Rife Squad (1973-1989): 9/3; 
18, 3A; 3NGLRS+RELIO, 10xRFLIO; 
3x'RPD. 
‘American Mechanized Rifle Squad (~) 
(4965-1974): 3/3; 18, 1A;2GLR9, 1=LMGS, 
TXLMGI oF RILIO, 6xRFLIO or 14, 
TAPCA; 12cBPD (RFLIO squads only). 
American Mechanized Rite Squad (1974 on): 
4a 18, 1A; 2XGLR3+RFLIO, 1xLMGS, 
8XRFLIO, 1XAPC4; 2xBPD. 
British Paratrooper Squad (1983 on): 5/3; 18, 
2A; 1XLMGR, 1MPL6, 4x RFLIB, 
2xSMO10, 
Canadian Atrborne Commando Squad: 4/3 oF 
6/2; 18, 3A; 2xLMGI1, 1XMPLS, 8XRELIB, 
1xSMO10, 
‘East German Panzergrenadier Squad (late 608 
on): 472; IC, 18, IA, 2xLMGS, 1XMPL2O, 
2ePST4, " SKRFLI, | 1xRFLI9, 
1 xIFVO(BTROOPB) (1 of 3). 
French Alpine Squud (1980 on): 4/3 0F 6/5 18, 
S TXEMG2, 9XRFLA; 2xBPD, 
French Commando Squad (1980 on): 4/3 or 6/2; 
15, 3A; 1xLMO2, DY RELA, 
ation Marine or Mechanized Infantry Squad: 
4/3;18, 1A; 1XLMOS, TxLMGI1, 1 MPL 
GXRFLO, 2x$MGI0, 1x APCA(MII3AL). 
Soviet Commando (Rejdoviki) Squad (to 1980): 
6/3: 18, 1A; 1xLMG20 or 21, 1xMPL20, 
OXRELI @ of 3). 
Soviet Marine or Motorized Rifle Squad (1968 
om): 4/2; 1C, 18, IA; 2<LMGA, 1*MPL20, 
TXPST4, S¥RELI, TxREL19,” 1xSMOI1, 
LxIFV6(RTRGOPH) (1 of 3) 
Sovlet Motorized Ble Squad (1967 on) 4/2; 
IC, 1S, 1A; 2xLMG4, 1xMPL20, 1xPST4 
SXRPLI, 1XSMGI1, 1xIFVS(BMPI) (1 of 3). 
Soviet Special Forces (Vysotniki) Squad (1980 
on): 4/3 or 6/2; IC, 1S, 2A; 2XLMG22, 
Seep 


14,2 THE NATIONAL EQUIPMENT LISTS: 
The fllowing lists record the weapons wed by 
the amet of various natlonalie ncldd in the 
‘game, The short text with each country gives an 
fea of who the county fought Hihtingor could 
fight. Parenhesie next to the unit type record 
‘which thre ie chee weapon ie aualy ured 
‘and uny local designations, preceded by a dash. 
For example, China uses RELI fhe AKM), but 
designates ther varian asthe * Type 361 I 


‘© weapon was originally developed and/or i 
primarily produced by n country ths marked 
yan *#", Other information af interest is also 


listed in parenthesis, such as dates when weapons 
were first supplied, local variations in equipment, 
‘and point values where these are different from 
normal. Irthere are no parenthesis, all the weapons 
and/or vehicles covered by the heading are used. 
by that country. Note that all countries use 
shotguns, mines, defensive units, most types of 
Personal and extra equipment (except grenades and 
light porable launchers), TRK1, TRKS, and the 
unarmed versions of TRK1 through TRKS, so that 
these are not repetitively listed below, but should 
be regarded as available, All types of grenades 
may be used that are not specifically ruled out by 
the notes, 


AFGHANISTAN (KINGDOM OF AFGHAN. 
ISTAN—DEMOCRATIC REPUBLIC OF 
AFGHANISTAN): The Kingdom was 
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‘overthrown in 1973, Afghanistan hes been « major 
receiver of Soviet arms since 1977. Since the 
Soviet Union's invasion of December 1979, the 
Soviet and Afghan armies have been engaged in 
guerilla warfare with the poorly-armed and 
‘Organized Mujahideen. The Mujahideen represent 
‘many different and often feuding groups and ure 
primarily armed with eaptured Soviet weapons 
plus RFL7 (SMLE) und small numbers of virally 
fevery small arm included in the game. 

Afghan Weapons: FTR3; GMGS; LCW1, 
Lew2(B10); LMG20, LMG21; MMGi 
(SG,SGM); MPL19," MPL20;_ MRT1, 
MRTI(Mi937); _MSL4;_ PST3(TT33), 
PST4(PM); RFLI(AKA7,AKM), RFL2I(SKS); 
SMGA(PPSh41). 

Afghan Vehicles: APC1, — APC2; 
TRV6(ATRGOPK); LTKA; MBTIS(n0 “i 
‘weapon or “"N" or “'$™ equipment = 75/67 
points), MBTI6(n9 “*N"* or *'S" equipment = 
77/86 points); MCV2; RCV3. 

Notes: Do not use HGN1, HGN2, HRG or any 
RGN, 


ALBANIA (PEOPLE'S SOCIALISTIC 
REPUBLIC OF ALBANIA): Alhania has Soviet 
equipment, but hasbeen primarily armed by and 
was @eliest state (ui 1978) of China. Albania 
Withdrew from the Warsaw Pact in 1968, 
‘Albanian Weapons: FTR1; GMG4(Type67), 
‘GMG6CType $8); LCW1, LEW2¢B10); LMG 
LMG20; MMG1(SG-Types3,SOM:Type57) 
MPLIS;  MRTI, _ MRT&(M2-Type63), 
MRT13(M1937-1ype53); PST3(TT33.Type54), 
PST4(PMType89)! RFLI(AKM-Types6-1), 
RELTRaroH, EL LCtype 6), REL2I(SKS 
‘Types; SMG4(PPSH41-Type56). 

‘Albanian Vehicles: APC1, APC2, APC3( few); 
LIK6; MBTIS(TS4 with no "NS" equi 
with"B" weapon = 84/76 point; witout" 
‘weapon = 73/67 poins), MBT21; MCV2. 
Notes: Do not ute HON, HGN2, HIRG, RGN1, 
RON3, RGNS, or RGNS, Use only "G'" for 
RGN? 


AMERICA (UNITED STATES OF 
AMERICA): American ground forces have been 
fengaged in the Vietnam War (through 1973) 
‘against the North Vietnamese and the Viet Cong, 
and, briefly, against the Cubans in Grenada in 
1983, America is a member of NATO. 
American Weapons: FTRI; GLR2*. 
GLR3*(M203); GMG4*(M60); LCW3*; 
LMGI1*(MI4E2), LMG17*(originally Belgian); 
[PL3*; MMG1*(MI917A4); MPL7*, MPL8*, 
MPLUI*, MPLI3*; MRTS*, MRT6"(M2,M19), 
MRTIO*, MRTLI¥(M1), MRT12(M29); PST"; 
RFL6+(XM177), RFL8*(M1903A4,M40 
reduced in 1968, used only by Mari 
RFLIO“(M16,MIGA1,M16A2), RFLI3} 
RFLId*, RFLI94MID,M21); SMG1", SMG2", 
SMG3*(arely ms), SMOHM/AS—tned only by 
1s Vehicles: AAVI4; APCA*, APCS*; 
 IFVE8*(used only by Marines), 


LTK2*, LTK3*%; MBTS*, 
MBT9*, MBT10", MBT1I®; MCV3*, MCV7*, 
RCV6", RCV7*; TDRo*(weapon 42); 


TRK2(weopon3!), TREAweapond2) 
Notes: Do not use HGN1, HGN2, HGN7, RGNI, 
HGN3, or RNS, 


ANGOLA (PEOPLE'S REPUBLIC OF 
ANGOLA): Angola has been torn by almost 
constant warfare. A Portuese colony until 1975, 
the Portuguese army fought three guerilla groups, 
MPLA (backed by the Soviet Union), FNLA ( 

various times backed by China, France, Zaire, 
and, after 1975, the United States), and UNITA 
(variously backed by China, South Africa, and, 
‘more recently, the United’ States). When the 


Portuguese left, the MPLA (now FAPLA or 
MPLA-PT or, more commonly, the Angolan 
army), allied with Cuban troops and Warsaw Pact 
advisors gained contra in March, 1975, pushing 
aside the FNLA and UNITA groups. FNLA 
largely collapsed inthe late 70s, but UNITA hus 
gradually gained control of most ofthe Angolan 
countryside. The FNLC (Shaba rebels) guerillas 
raiding into Zaire’s Katanga Province are also 
based in Angola, All of these guerilla groups have 
largely used Soviet, Czech, and Chinese 
‘equipment, plus some captured Portuguese arms. 
‘To further complicate matters, South African 
leoops, in pursuit of SWAPO gucrillas (based in 
‘Angola, raiding into Namibia/Southwest Aftica— 
‘ee South Africa), have lashed with Angolan und 
Cuban forces, especially in May, 1978. The 
SWAPO forces have also fought UNITA forces 
at diferent times, 

Angolan and Guerilla Weapons: FTRI; 
GMGA(PK,PKM), GMG6, LCW1, LOW2(R10); 
LMG12, "LMG20, LMG21; MMG\(SGM); 
MPLI4, MPLI9, MPL20; MRT1, MRTS(-Type 


S1,Typesd),"MRTI3(M1937);_ MSL4; 
PSTA(PM); "RFLI, RFL3, RFLS, REL, 
RFLI6(Type  68-few), " RFLZI(SKS); 


SMG4(PPShé1), — SMG7(V723,VZ25), 
'SMO(-Types4), SMGI1, SMO120FBP48), 
‘Angolan Vehicles: APC1(some), APC2, APC6; 
IEV6(BTRGOPK,BTREOPB—in 1978-1979); 
LTK4; MBT1S(in 1975), MCV2; RCV2(few), 
REVS; TRK2{weapon2? or 32), TRKS(wespon 
) 

Notes: Do not use HGN1, HGN2, HRG or any 
RON. 


ARGENTINA (ARGENTINE REPUBLIC): 
Although plagued by urban terrorists, this has fed 
to.n0 major military actions, The 1982 Falklands 
‘Malvinas War against Britain was. Argentina's 
‘only important military action of the period, 
‘Argentine Weapons: FTRI; GMG3; LOW3; 
LMGI0, — LMGII(FAL); —”-LPL3; 
‘MMGI(M1919A4); MPL7; MRT12(MO-81-61), 
‘MSL1, MSL2; PST1(M1927), PST2(HP35-GP);, 
RFLS(FAL), “RFLI8(SAFN), SMG2CPAMI, 
-PAM2), SMG7*(ML57), $MG10*(PA3DM). 
‘Argentine Vehicles: APC4(MU3A1); IFV3; 
LITK (weapon 28), LTK2; MBTI9*; MCVI, 
RCV2; TRK2¢weapon 31). 

Notes: Do not use HGN7, RGNI or RGNS, 


AUSTRALIA (COMMONWEALTH OF 
AUSTRALIA): Since 1965, Australia's major 
‘military involvement was in the Vietnam War 
(withdrew in 1971). 

Australian Weapons: PTR: 
GLR3(M203); GMG4(M60), 
LMGII(FAL-L2A1), LMGIS (L4 Bren); LPL3;, 
MPLS, MPL6, “MPL7; MRTO(M19), 
MRTIZ0M29); PST2(HP35);, RELO(XM-177); 
RELB*(Parker Hale Model §2—introduced in 
1978), RELIO(M16,MI6A1), RELIS(LIA1); 
SMG7*(Owen), SMGB*FIAI), 

‘Australian Vehicles: APC; MiT2(+-weapon 29 
replaces weapon 23 during the 70s, "8" 
equipment added = 94 points), MBTS, 
MBTG(LeopardiAl in 1976, LeopardiA3 in 
1978-1979); MCV3; RCV4; TDR6(weapon 42); 
‘TRK2( weapon 31), 

Notes: Do not use HGNI, HGN2, HGN7, or 
RGNI 


AUSTRIA (Republic of Austria): Austia is of 
cially **neutral. 

Austrian Weapons: FTRI; GLR3(HK69); 
GMGs(MG42/59) LCW3(-PAK66); 
LMG%AUG), LMGLI(FAL); LPL3, LPLA(used 
by Landwehr); MPLS, MPL6(carly 80s); 
PST2(PL); RFL4*(AUG), RFLS(FALSIGS8), 
RFL6*(AUG), RFLE*(SSG69); 


‘SMG10*(MPi69), SMGI2*(MP40), 
‘Austrian Vehicles: APC9*; LIKI (weapon 16 or 
‘weapon 25), LTK2; MBT9(M$7M- phased out in 
early. 80s); MBT11(M60A1,M60A3);, MCV: 
TRK2(weapon 31). 

Notes: Do not use HGN7, 


BELGIUM (KINGDOM OF BELGIUM): 
‘gium is a member of NATO. 

Belgian Weapons: GMG3*;_ LMG10, 
LMGII“(FAL); LPL3; MMGI(M19198);, 
MPLI7*,' MPLIB MRT7(HB), 
MRTS(MO-60-63), MRT12(MO-81.61); MSLS;, 
PST2*(HP35); RFLS"FAL), RFLIO“(FNC), 
RFLI8*(SAFN); SMG7(M2*,Uzi) 

Belgian Vehicles: APC4(MI13A2—in 1980); 
IFVi(few), IFV3; LTKi(weapons 16 or 28), 
LTK2, LTKS; MBT6(Leopardi Al, LeopardlA3 
in 1977-1978), MBT7(in 1984), MBTO(MS7 with 
"DA" equipment); MCV1; TDR3. 

Notes: Do not wie HONT. 


Ie 


BRITAIN (UNITED KINGDOM OF GREAT 
BRITAIN AND NORTHERN, Brie 
{ain’s most noteworthy war since 1965 has been 
1942's Falklands-Malvinas war with Argentina, 
Britain is u NATO member. 

British Weapons: FTR1; GLR2(imited numbers 
{or special forces and missions); GMG3(MAG- 
LIA); LMGIS*(L4 Bren), LPL2*, LPL 
MMGI(MI9I9A4); MPL4, MPLS, MPL6(in 
1983), MPL7; MRT2*,” MRTS' 
MRT10(M224-limited numbers), MRTI1%3"), 
MRTI2*(L1A1); MSL5¥; PST2(HP35-Browning 
No.2 Mk.1); RFL7*(SMLE), RFLB*(LA2A1), 
RFLIO(MIGAL), RFLIS*(LIAL); 
SMG3(9mm-—Himited numbers); SMGIOV(L2). 
British Vehicles: APCI1*, APCI2%; IFVI 
, MBT4*, MBTS*) 


Mcver, 


Notes: 
RON]. Be 10 = SA-¥0, CME 4 «LS 


BULGARIA (PEOPLE'S REPUBLIC OF 


Do not use HGN1, HGN2, HON?, or 


BULGARIA): Bulgaria is a member of the War 
saw Pact 

‘Bulgarian Vehicles: FTR3; GMG4(PK,PKM), 
GMG6; LOW!, LOW2(B10); LMG12, LMG20, 
LMG2i; MMG1(SG,SGM); MPLI9, MPL20, 
MRT, MRTI3(M1937); MSLA; PSTS(TTS3), 
PST4(M); RELI(AK47,AKM), RFL8 (Moisin 
Nagant Sniper Rifle), RFLI9(SVD) 
REL2I(SKS); SMG4(PPSh41), SMGLI(APS) 
Bulyurian Vehicles: APCI,” APC2, APC6, 
APC TFVS(BMPI-catly | 80s), 
IFVO(BTROOPB,BTROOPK); LTKA; MBTI5, 
MBTI6, MBT17(¢.1980); RCV3; TDR&. 
‘Notes: Do not use HGN1, HGN2, HRG or any 
RGN. 


CANADA: Canada is a NATO member. 
Canadian Weapons: FTR1; GLR2 (special 
only); GMG3(MAG-L7); LEWS; LMGI(FAL- 
C2Al); LPL3; MMGI(MI919A4-C1); MPLS, 
MPL6(in 1983), MPL; MRT3, MRTI2C1A1); 
PST2(HP35); RFLIO(MI6A2—in 1985. Mostare 
semiautomatic only = 4 points), RFLIA(CTAN); 
SMGIOC2) 

Canadian Vehicles: APCA; IFV7, IFVS; 
LTKS(Scorpion); MBT3,—“MBTS, 
MBT6(Leopard1A4, called the Leopard "C1" in 
1978); MCV3: RCV4:, TDR6(weapon 4 
‘TRKZ(weapon 31), TRK3¢weapon 42). 
Note Dovnot use HGNI, HGN2, HONT, or 


(CHINA (PEOPLE'S REPUBLIC OF CHINA): 
‘China has been involved in a number of border 

dents" with the Soviet Union (especially in 
March, 1969) and in w short “punitive war with 
‘Vietnam in 1979. 
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Chinese Weapons: FTRI, FTR2, FTR3; 
GMG4*(Type 67), GMG6(-Type 58); 
LCW2(B10); LMG12(-Type 53), LMG20(-Type 
56); MMGI(SG-Types3,SGM-Type57); 

carly 80s), MPLI(-Types1: Penetration is 
no “M" of “W" ammunition = 7 poi 
MPLI9(-Type56), _ MPL20(-Type 
MRT6(M2-Type31,Type63), 
MRT13(M1937-Type | 53);_" MSL4; 
PSTATT33-Types 51 and 54), PST4(PM-Type 
59); RFLI(AKM-Type 56-1), RFL7(Moisin Na 
gant M1091/30, Generalissimo"), RFLB(Moi- 
sin Nagant Sniper Rifle), RFLI6*(Type 68), 
RFLZU(SKS-Type 56); SMG2(-Type 36), 
SMG4(PPSh41-Type 50), SMGS*, 
SMG9(PPS43-Type 54) 

Chinese Vehicles: APC2-Type 6), APC3*: 
LTK6*; MBT21*, MBT23*(add “L”” equipment 
10.some vehicles in eurly 80s = $8 points); 
MCV2; TRE3(weapon 36 oF 39). 

Notes: Do not use HGN], HGN2, HRG, RGN1, 
RGN4, o RONS, Use only “G" for RGN2, 


(CUBA (REPUBLIC OF CUBA): Cuban troops 
have heen engaged in combat all over Africa, 
Cuban Weapons: FTR1; GMG3(MAG- 
F.A,Lo.), OMGA(PK,PKM), GMG6; LCW1; 
LMGI2, LMG20, LMG21; MMGI(SG,SGM). 
MPLI9, MPL20; MRTI,-MRTI3M1937) 
MSL4; — PSTS(TT33),  PSTA(PM); 
RFLI(AK47,AKM), RFLS(PAL), RFL&(Moisin, 
Nagant Sniper Rifle), RFLI9SVD), RFL21; 
SMO4(PPSh41) 
‘SMGT(VZ23,VZ24,VZ25,VZ26), SMGLM(APS), 
‘Cubun Vehicles: APC1, APC2; IFVS(BMP1), 
IFV6(BTRGOPB,BTROOPK); LTK4; MBTIS, 
MBTI6; MCV2} RCV. 

Notes:Do not use HGNi, HON2, HRG or any 
RON. 


CZECHOSLOVAKIA (CZECHOSLOVAK 
SOCIALIST REPUBLIC); Czechoslovakia is a 
‘member of the Warsaw Pact 

‘Cagch Weapons: FTRL; GMG4(PKM,VZ59*); 
LCW1; LMG21, LMG23*; MMGI(SG-VZ43), 
MPLI4*, MPL32*, MRTI3*(VZ48), MSLA; 
PST3*(VZ52); RFLI*(VZ58), RFL&(VZS4), 
RFLIX(SVD), RPL21*(VZ52/57); 
$MQ7*(VZ23,VZ24,VZ25,V2Z26), 
SMG1I%(VZ61). 

‘Cuceh Vehicles: APC (mostly BTRSOP), APC2, 
APC6*, APC7*; IFVS(BMPi); LTK4; 
[MBTS(moslly TSS—add “L* equipment to some 
abil in crly 80s “= 79/71. points), 
MBTI6(few-mostly for export), MBTI?, 
Notes: Do not use HGN1, HRG, or any RGN. 


DENMARK (KINGDOM OF DENMARK): 
Denk is a NATO member, 

Danish Weapons: FTRI:| GMGXMAG), 
GMGSMO2 MpN62,SI051 MgM/sI); LOWS: 
[MGI9"; LPL; MMGI(MISI9AG-MeM/S2) 
MPLS, MPLo(curly 805), MPLTCRKM/S1) 
MPLB; MRT2UM/45Fa), MRTI2(MO‘81-61) 
PST2(HP35-PM/46,S1G210-PM/49); 
RFLS(FAL-GM/66), RELII, RFLI&(MI 
Garand-GM/30,AG42);SMG6(-MpM/31), 
SMG9(M1944-MpM/44,M/49-Hoveu), 
SMGLO" Madsen, 

Danish Vehicles: APC4; LTK2; MBT2(+-weapon 
29 replaced weapon 23 and "5" equipment added 
uring ate 70s = 98 points), MBT6(Leopard1A3 
in 1976), MCVS:, TRR2Cweapon. 31), 
TRK3 (weapon 42), 

Notes: Do not use HGN7, 


EAST GERMANY (GERMAN 
DEMOCRATIC REPUBLIC): East Germany is 
1 Warsaw Pact member. 

East German Weapons: FTR1, FTR2, FTR3; 
‘OMG4(PK,PKM,PKMS,PKS), GMG8; LEW, 


LCW2(B10); LMG20¢IMGD), LMG21-IMGK); 
MMGI(SG,SGM); MPL19, ‘MPL20; MRTI, 
MRTI3(M1937); MSL4:_ PSTS(T'T33), 
PST4(PM); RFLI(AKM-MPiK or MPK), 
RFL&(Moisin Nagant_ Sniper Rifle), 
RFLIX(SVD), RFL21(SKS-Karabiner 5); 
SMG4(PPShSI"used only by border guards), 
‘SMGLI(APS). 

East German Vehicles: APCL, 
IFVS(BMP1), IFV6(RTR6OPR,RTROOPK); 
LTK4; MBTIS, MBT16, MBTI7(ate 70s); 
RCV3; TORS, 

‘Notes: Do not use HGN1, HGN2, HRG, or am 
RON. 


EGYPT (UNITED ARAB REPUBLIC—ARAB 
REPUBLIC OF EGYPT): Egypt has fought 
‘major wars (as well as innumerable skirmishes) 
‘with Isreal in 1967 and 1973, as well as a serious 
clash with Libya in July, 1977, 

Kgyptlan Weapons: TRI, PTR2, FTR3; 
GMG6; LOW2(B10), LCW3; LMG10, LMG20, 
LMG23; LPL3(ate’ 703); MMG1¢SG,SGM);, 
MPLA(early. Ns), MPLI4, MPLI9, MPL20; 
MRT, MRTI2(M29—late 70s), MRT13;, 
MSLA(early 70s), MSLS(early 80s); 
PST2(MI951); RELL, RELS(Moisin Nayant 
Sniper Rifle), RFLI&(SAFN, AG42-""Hakim"’), 
RFL21; SMGI(very rare); SMO9(M/AS-""Port 
Suid”), SMGLO(M4-hus u buyonet,Sien), 
Egyptian Vehicles: APCI(mostly BTRSOP), 
APC2, APC4(MII3A1), APC6, APCT: 
IVSGMPI), IFVECBTREOPK); LTKLGweapon 
16), LTK4; MBT2, MBTI1(M60A3 with no "P"* 
‘equipment-AM60 = 96 points in 1981), MBT1S 
(no "N" equipmentadd “L" equipment in early 
Os = 79/71. points), MBTI6 (no 
‘equipment—in 1968, add "1" equipment in early 
80s = 82/91 points); MCV2, MCV3Klute 70s); 
RCV3; TDR, TDR6(weapon 42—in early 806); 
TRK2(weapon 31 oF 32), TRIS (weapon 36 in 
curly 70s, weapon 43 in early 803), 

Notes: Do not use HGNI or RGN 


EL SALVADOR (REPUBLIC OF EL 
SALVADOR): Since 1980, FDR and FMLN 
juerilas based in Nicaragua have fought the 
Salvadoran army. ‘The guerilla forces seem to be 
‘organized into squads of 9—10 men, aad use some 
Soviet and Eastern Bloc equipment (see Notes on 
‘Guerilas) although the standard rifle appears to 
bbe RFLS(FAL), and a logge number of old 
REL7(Kur98), used by the more iregular unit, 
are also used, dlong with substantial numbers of 
SMG7(Uri) and RFLI3(MI and M2 Carbines, 
‘The Salvadoran urray has gotten large quantities 
of American equipment, 

EI Salvadoran Weapons: GLR2, GLR3(M203) 
GMG4(M60); LOWS; LMG19; LPL: 
MMGI(MI9I9A4); |” MRT6(M2,MIS) 
MRT12(M29); PST2(HP35); 
RFLIO(MI6A1), SMG7(Uzi), 
SMG10(Madsen) 

El Salvadoran Vehicles: APC4; LTK1(Weapon 
16); MCV3; TRK2(weapon 31), 

Notes: Do not use HGN1, HGN2, HGN7, or 
RONI, 


APC? 


STI, 
RLU; 


FINLAND (REPUBLIC OF FINLAND): 
Finland is officially *‘neutral". 


Finnish Weapons: FTRI; LMGIs 
MMGI(SGM); — MPL9*,”—_MPL20; 
MRT12*(Tampella); MSL4; PST2*(L35): 
RFLIS*(M60,M62,M76);, SMG6", 


SMG9*(M1944). 

Finnish Vehicles: APCI(mostly BTRSOPO): 
IFVS(RMP1),  IFV6(BTR6OPH,BTREOPK): 
LK$; MBTIS, 

Notes! Do not wse HRG, RON1, or RONS, 


FRANCE (REPUBLIC OF FRANC 
troops have seen action in « number of trouble 
spots, notably in 1978 when Foreign Legion 
paratroopers jumped into Zaire to repel an 
Invasion by ihe Shaba rebels (FNLC guerilla 
{orces—see Angola). Since 1966, France has not 
‘been a full member of NATO. French forees faced 
Libyan forces in Chad in 1983, although no 
fighting resulted. 

French Weapons: FTRI, —_ FTR2; 
GLR3(HK69-few used for special missions); 
GMO2"(AATS2); LCW3; LMGIO; LPLI*, 
LPL6*; MMGI(M1919A4); MPLI*, MPL2¢ 
MPL4*, MPL7(-LRAC M20), MPL21*; 
MRT6*(M1953) MRT7=(HB); 
MRTB*(MO-6t MRTI1*(M1948), 
MRT12*(MO-81-61); PST2*(MAS1950), 
PSTI4(MAB P15); RFL4*(FAMAS), 
RPLS*(FRF1), RFLI (few used); RFLI3(a few 
‘used by paratroopers), RFLI8*(M1949/56); 


SMG9*(MAT&9), 
French Vehicles: IFV2", IFV3", IFV13* 
LTKI¢;  MBTI*(AMX30,AMX30B), 


MRTO(MA7— Fin 


i replace weapon 28 
‘equipment, eliminate 
tion and crew 3 = 74 point 
RCV2*, RCV4(Mk 2/3); 
‘TDR3*; TRK2( weapon 31), 


GREECE (KINGDOM OF GREECE 
REPUBLIC OF GREECE or HELLENIC 
REPUBLIC): Greece is « member of NATO. 
Greek Weapons: FTRI; LCW3; LMGiO, 
TMGIS(LA Bren); LPL3;, MMGI(MI919A4), 


MPL4, MI MRT6(M2,M19), 
MRTILG" M1), MRT12(M29);'PSTT, 
PST2(HP35); RFLS(FAL), 


RFL7(Kar98k,SMLE), RFLI3, RFLIS(Mi 
Garand); SMG (very rare), SMG2. 

Greek Vehiclest APCA(MII3A1); IFV2(n0 "P’ 
‘or "$" equipment); LTK2; MBTI(AMX30 with 
no "'N"), MDT6(Leopard1A4. in. 1977), 
MBT9(Mé7), MBTIO(M48A3,M48AS about 
1980); MCV; TDR6(weapon 42); TRK2(weapon 
31), TRK3(weapon 42). 

Notes: Do not use HGN1, HGN2, or RGNI, 


HUNGARY (HUNGARIAN PEOPLE'S 
REPUBLIC): Hungary is a Warsaw Puc 
Member. 

‘Hungarian Weapons: PTR, FTR2, PTR3: 
GMGS(PK.PKM,PKMS,PKS), GMG6; LCW1, 
Lewa(ts10);LMG12, LMG20, LMG21; 
MMGI(SG,SGM); MPLI9, MPL20, MPL22; 
MRTI, MRTI3; MSL4; PST3(TT33), 
PST4*(PA63);_RFLI(AK47,AKM), RFL3¢, 
RFL&(Moisin Nagant Sniper’ Rifle), 
RFLI9(SVD); SMGM(PPSH4}). 

Hungarian Vehicles: APC1, APC2, APC6, 
APC7; IFV6(BTROOPH,BTROOPK); LTK4; 
MATIS, MBT16, MBT17(1979-1980), 

Notes: Bo not use HGN1, HGN2, HRG, or any 
RGN, 


INDIA (REPUBLIC OF INDIA); India fought 
wars with Pakistan in 1965 and 1971, 

Indian Weapons: FTR1; GMGMAG-L7AL): 
LEW3; LMGISCLA Bren): MPLA, MPLS, MPL: 
MRI2, MRT3, MRTIHG"), MRTIZ(LIAi); 
MSL4;  PST2(HP35);" RFLB(L42A1), 
RELIS*(“Ishpore™); SMG10(L2). 

Indian Vehicles: APC1, APC2, APCS, APCT; 
IFVS(BMPI), TFV6CSTREOPB); LTE (weapon 
16), LTK4; MBT2{weapon 29 replaced weapon 
23 during mid 70s = 91 poins, “SL equipment 
‘added in early 80s ~ 97 points), MBT3(edd “L" 
‘equipment. in early 80s = 100 points), 
MBT9(MS7), MBTIS(+during mid 7 few had 
‘weapon 33 replace weapon 27 = 85/77 points and 
in 1983 conversions were started to make all ve- 
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hhicles « MBT20, including “L" equipment = 91 
Points), MBTIG(-+add “L" equipment in 1983, 
‘= 82/91 pois), MBT17(obrained in 1980 with 
“L" equipment udded in curly 80s = 102 points); 
‘MCV2; TRI2(weapon 31), TRIS(weapan 39 oF 
42) 

Notes: Do not use HGN1, HGN2, HGN7, of 
RGNI 


IRAN (KINGDOM OF IRAN—ISLAMIC 
REPUBLIC OF IRAN): Iran had one ofthe best 
armies in the middle east prior to the overthrow 
fof the Shah in 1979, but its quality has deterio- 
‘ated since then. Tran has been at war with Iraq 
ince September, 1980. 

iranian pons:FTRI;  GLR2(rare), 
GLRS(HK69—rare); GMGS(MGIMGIA1;, 
LCW3; LMGI5(ZB26/30); -LPL3; MMGI; 
MPL?, MPLS, MPL20; "MRT6(M2,M19), 
MRTILOMD), MRTI20M29; MSL4; ‘PSTI; 
RFLIL, RFLI3, RFLIB(M1 Garand); SMG2, 
SMG4(PPSh41-M22), SMG7(Uai), 

Iraniun Vehicles! APC1, APC2(few), 
APCA(MII3AL IFVS(BMP1), 
IFV6BTR6OPB,BTROOPK); LTKS(Scorpion); 
MBTS(Mk,3/3~few ‘avuilable), 
MBTO(M47,M47M.— from 1971-1972), 
MBTIO(M48A3), MBT11(M60A1); MCV3;, 
RCV4; TDR6(weapon 42-few available); 
‘TRK2(weapon 31), TRK3(weapon 42-few avail- 
able), TRKA(weapon 31), 

Notes: Do not use HON? oF RONI, 


IRAQ (REPUBLIC OF IRAQ): Irug was in- 
volved in wars with Irae in 1967 and 1973, and 
has been at war with Iran since September, 1980. 
‘agi Weapons: FTRI, FTR2, FTR3; 
GMG4(PK,PKM), GMG6; LCW2(B10);, 
LMG12, LMG20; MMGI(SG,SGM); MPL19, 
MPI20; MRT1, MRTI3; MSTA; PST3(TT33), 
PSTA(PM); RFLI(AK47,AKM), RFL3, 
RFLN(Moisin Nagant Sniper Rifle), RFL2N(SKS);, 
SMGS(PPSH#1), SMGIO(MA), 
Iraqi Vehleles: APC1, APC2, APC6: 
IEVS(BMPL),IFV6(BTROOPB,BTROOPK); 
LTK4; MBTI(AMX30),_MBT2, MBTIS, 
MBT16, MBT17(1979), "MBT2I(éarly 803), 
MBT23(1982-1983); RCV1, RCV2(few), RCV3, 
RCVS(MK.2/3); TRE2(weapon 32), 
‘TREA(weapon36), 
"Notes: Do not use HGN1. HGN2, HRG, or any 
RON, 


ISRAEL (STATE OF ISRAEL): Ieract fought 
‘yur with Egypt, frag, Jordan, and Syria in 1967, 
with Egypt, Iraq, and Syria in 1973, and with 
Syria in 1982 in Lebanon, in addition to innumer- 
able skirmishes and almost constant battles with 
the PLO guerillas (see Jordan and Lebanon). 
Although most Israeli equipment comes from the 
‘West or is locally manufactured, large quantities 
‘of Soviet equipment captured in the numerous 
wars have also been pressed into service 
Israeli Weapons: FTRI; GLR2(rareonly used on 
special missions), GLR&(M203); GMG3(MAG); 
LCW3; LMG8*(ARM), LMG10, LMGI(FAL), 
LMGIS(L4 Bren), LMG18(rare),  LMG2i 
LPL3(mid 70s); MMGI(MI919A4); MPL6(ear- 
ly 80s), MPL7, MPLS(late 70s), MPL20; 
MRT4*, MRTS*(Tampelia), MRT12"(Tamnpela); 
MSLI, MSL4, MSLS; PST2(MI981); RFLI, 
RELA*(AR), RFLS(FAL), RFLIO(MI6A —since 
1974), RELI, RFLI7*; SMG7*(Uai), 

Israeli Vehicles: APC1(BTRSOPK with weapons 
1.or3), APC2(BTRIS2D), APC4(MII3A1- add 
42°" “B" armor basis in early 80s = 18 
points), APCS; IFV6(BTREOPK); LTK (weapon 
I6—sold off in late 60s, no longer used), 
LIKAPT76); MBT2+weapon 29 replaced 
‘weapon 23, "°S"" equipment added, and engine 


changed to "'4"" in the mid 70s = 94 points and 
in 1980-1981 “L" equipment und upplique armor 
added = 99 points), MBT3(+"L"equipment and 
applique armor added in 1980-1981 ~ 101 points), 
MBTIO(M48A3, M4BAS with only “IS"” equip- 
‘ncat in late 70s, MS8AS with only “ILS” equip- 
‘ment and applique armor in 19R0-1981 = 93, 
points), MBT11(M60AL in mid 70s, M6DA3 with 
‘nly “TLNPS" equipment in late 70s = 96 points 
snd with applique armor added in 1980-1981 = 
8 points—some also have a weapon 3 added in 
"I" position = 108 points), MBTI2*, 
MBTV6(T62A, ++ add “1” equipment in 1981 
= 91 points), MBT20"(actually, an extensive con 
Version of captured T34/TS3s); MCV2(weapon 
20 replaces weapon 21 = 22 points), MCV3;, 
RCV2; TRA, TDRG(weapon 42); TRE2 weapon 
31), TRK3( weapon 36 oF 42). 
Notes: Applique armor adds “-+20" to the dice 
rolls for reliability when ht by “H" ammunition, 


ITALY (TALIAN REPUBLIC): Inly is 9 
NATO member. 

Italian Weapons: FTR1; GLR2(few —for special 
missions only); GMGS(MG42/59); LCW3;, 
LMG8*(M70/223—special forces only), 
LMGI1*(BM39/4); LPL3; MMGI(MI9I9A4);, 
MPL3*, MPL7;  MRT6, MRT7(HR), 
MRTA(M2), MRTH (M1), MRTI20M29); MSL, 
MSL3*(Mosquito);, PST2*(M1951); 
RFLA*(M70/223—special forces only), 
RFLO"BMS9), RFLIO(MIGA1—a few for spe- 
cial forees only), RFLI3, RFLI8(M1 Garand- 
Fucile Mi); SMG8*(MI2-specialist units), 
SMG1O"(MA). 

Italian Vehicles: APC4(MII3A1); IFV3; 
MBT6(Leopard1 AI in 1971,LeopardtAd in late 
70x), MBTY(M47), MBTI1(MOOAI- used for 
short time only); MCVI; TDRA(weapon 42); 
‘TRK2(weapon 31), TRK3(weapon 42). 
Notes: Do not use HGN7. 


JAPAN: Japan has avoided any military actions 
binoe 1948, 
Japanese — Weapons: GLR2(few) 
‘GLR3(M203+tew); GMG2"(Type 74), GMGT™ 
LCW3; LMGI0; LPL3; MMGI(MI919A4), 
MPL6(1982),_MPL7;, MRT6(M2,MI9), 
MRTLI(M1), MRTI2(M29); MSL3¢(KAMD); 
PST1; -RELIO(MIGAL-in limited numbers), 
RELI3, RFLIS(MI Garand), RFL22*; SMG2, 
SMGB*(SCK), 
Japanese Vehicles: APC4(MII3A1), APCIO*; 
LTK2; MBT22*, MBT24*; |“ MCVS*; 
‘TRK2{(weapon 31), TRKweapon 40). 

‘Do not uye HGNI, HGN2, HGN7, RGN1, 


JORDAN (HASHEMITE KINGDOM OF 
JORDAN): Jordan fought a war with Israel in 
1967. Elements of the PLO guerrilla forces have 
‘been based in Jordan, raiding into Tsrael—these 
carry Sovlet and Eastern Bloc weapons (see Notes 


spon: FTRI: GLR3(few): 
GMG3(MAG); LCW3; LMGIS(L4. Bren): 
LPL3ate. 70s), MMGI(MI9I94);_ MPL7, 
‘MPLB(c.1980); MRT6(M2,Mi9), MRTLG, 
‘MRT12(M29);, PST2(HP35); 
RELIO(MI6AL-special units), RFLI1, 
RFLI&(M1 Garand); SMG1O(.2), 

Jordanian Vehicles: AAV1; APCA(MI13A2); 
IEV11; LTK (weapon 16); MBT2(+ weapon 29 
replaced weapon 23 and ‘'S" equipment added 
ini 7s = 94 poin), MBT3(add "LP" auip- 
ment in early 80s = 101 points), 
MBTS(Mk.3/3-called ‘Khalid’ hus 15 move 
‘ment factors), MBT9(M47,M47M in 1972-1973), 
MBTIO(M48A3,M48AS without "NP" equip: 
ment in 1980-1981 = 91 points), 
MBT11(M60A1,MO0A3 in early 80s); MCV3; 


RCVA(MK.2/3); _ TDRE(weapon 
‘TRK2weapon 31), TRK3(weapon 42). 
Notes; Do not use HGNI, HGN2, HGN7, or 
RGNI 


42); 


LEBANON (REPUBLIC OF LEBANON): The 
‘current phase of the Lebanese Civil War started 
in 1975, The Lebanese army has been formed and 
re-formed in this period, and it and the various 

forces carry’a sange misure of 
‘weapons. Those given below are only the most 
‘common in wrmy and/or militia use. Squad orgai- 
zations have not lasted Tong enough to become 
sundardized, PLO guerillas have also been based, 
in Lebanon—these are equipped with Soviet and 
Eastern Bloc weapons (see Notes on Guerilla), 
In addition (o raiding into Istee, the PLO fought 
its own *ivil wae" Inside the horders of Leha- 
non (1982-83) and has fought the Lebuniese army 
‘and various militias from time to time, Israel and 
Syrian forces have also clashed with various militia 
forces within the country. 

Weapons: GLR2(rare), 
'3(M203-1982); LCW2(B10),LCW3: 
LMGIO, LMGI5(L4 Bren), LMG20; LPL3(ear 
|y 800); MMGI; MPL7, MPLI7, MPLI9, 
MPL20, MPL22; MRT1,' MRT6(M2); PST1, 
PST2(HP35),PSTH(TT33), PSTA(PM); 
RFLI(AK47,AKM), RFLS(FAL), 


RELASMLE),RELIO(MI6. in 1982), RFLI3, 
RFLI8, RFL21(SKS); SMG9(MATA9), 
SMG10(L2) 


Lebunese Vehicles: APCA(MII3A1); IFVI2; 
LIKI (weapon 16), LTK2; MBT2, MBTI5, 
RCV1, RCV2; TDR(weupon 42 in 1983); TRK2, 
TRK3(weapon 42—eurly 80s), TRKA, 
Notes: Almost all grenades will be "F' 
or “H types, 


LIBYA (KINGDOM OF LIBYA—LIBYAN 
REPUBLIC-LIBYAN ARAB REPUBLIC): 
Libya, ruled since 1969 by the strident Quidat, 
and despite sending terrorists all over the world, 
hhas managed to avoid open conflict with any sig 
nificant forees except for a July, 1977 "incident"* 

Egypt, Libya hus received mussive Soviet 
military aid since 1974-1975, 


Libyan Weapons: | GMG3(MAG), 
OMGS(PK,PKM,PKMS,PKS); LCWI, 
Lew2ni):”LMG20, LMG21; 


MMGI(SG,SGM); MPLA(early 803), MPLI9, 
‘MPL20; MRTI3; MSL4; PST2(HP35,M1951), 
PSTA(PM); RFLI(AK47,AKM), RFLS(FAL), 
RFLS(Moisin Nagant Sniper Rifle); SMGH(M2), 
SMGIO(L2), SMGII(APS), 

Libyan Vehicles: APC, APCA(MI13A1), 


APC, APCT: IFVS(RMP1), 
IFV6(BTR6OPB,BTRSOPK), TEV; 
MBTI(AMX30 with no "'N" equipment), MBT3, 


MBTIS, MBT16, MBTI7(late 70s); MCV2i 
RCVI," RCV2,, RCV3, RCV4; TDRS: 
‘TRKA(weepon 36 oF 38). 

Notes: Do not use HGN1, HRG, or any RON. 


NETHERLANDS (KINGDOM OF THE 
NETHERLANDS): The Netherlands is a mem= 
ber of NATO. 

[Netherlands Weapons: FTR1; GMG3(MAG); 
Lows; LMGII(FAL); LPL3; 
MMGI(MI919A4); MPLS, MPL6(early. 80s), 
MPLA(late 705); MRTI2(M29); PST2(HP35); 
RFLA(AR—MN1), RFLS(FAL); SMG7(Uzi), 
‘Netherlands Vehicles: APC4; IF'V1(-YPR765), 
IEV3; LTKI(weapon 28); MBT2(weapon 28 
replaced weapon 23 and "'S"” equipment added 
{in mid 70s = 94 points), MBT6(LeopardA\ 
1969, Leopard1A1A1 in early 80s), MBT7(1983), 
MBT9(M47); MCV3; TORI, TDR6(weepon 42); 
‘TRK2Aweapon 31), TRK3(weapon 42). 

Notes: Do not use HGN7. 
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NICARAGUA (REPUBLIC OF NICARA- 
GUA): ‘The FAO, a fourizen party coalition 
including the Sandanista movement (FSLN) fought 
‘guerilla war against the Samoza government 
from 1959—1979, although almost all ofthe real 
fighting occurred after 1975. Since taking power, 
the Sandanistas have faced another guerilla war 
with the American-backed Contras, which 
includes many former Sandanista allies, Obvi- 
ously, the Sandanistas have fallen heir to much 
‘of the equipment once used by Samoza's National 
Guard, plus large quantities of Soviet arms from 
(Cuba and their original armaments. The Contras 
in turn have their own equipment plus captured 
Sandanista weapons available, 

Samoan Weapous: LMG10, LMG18; 
MMG1(MI919A4); MPL7; MRT6(M2); PST1; 
RFLS, RFLIOMIGAL-rare), RFLI3, RFLI&(Mi 
: SMG (rare), SMG2, 

Samozan Vehicles: APCA(M113A1-few); LTK2. 
FAO and Sandanista | Weapons: 
GMG(MG42/59), LCWI;  LMGII(FAL), 
LMG20, LMG21; MPLI9, MPL20; 
MRT13(M1937-Type 53); PST2(HP35); RFLI. 
RFLA(AR), RFLS(PAL), RFLIO(MI6-rare), 
RELI; SMG7(Uzi). 

FAO and Sendanista Vehicles: APC1(1980); 
MBTIS(n 1982), 

Contra Weapons: GLR2, GLR3(M203): 
GMG4(M60); MPL.13; MRT6(M19); PST3(Su 
Star); RFLIO(MI6AI}; SMG7(Uxi,V223,V 225), 
Contra Vehicles: APC, 


NIGERIA (FEDERAL REPUBLIC OF 
NIGERIA): The Diafran Secessionist War 
(1967-1970) was a civil war fought between 
[Nigerian government forces and the Ibo tribesmen 
‘of Biafra Provinee, 

[Nigerian Weapons: GMG3(MAG); LEW2(B10), 
LMGIS (L4 Bren); MPLI9, “MPL20; 
MRT6(M2), MRTIM(MI); PST2(M1951); 
RFLI1; SMG7(VZ23,V225), SMGK(M12), 
SMG10(L2). 

Nigerian Vehicles: APC9(mnid 70s); IFV3« 
70x), IFVS(curly 803), EVI; LTK: 
MBT15(1979-1980); RVI, | RCV2, 
RCVA(Mk.2/3), 

‘Biafean Weapons: LMG10, LMG1S(L4 Bren); 
‘MPLI9, MPLL20; MRT7(HB); PST2(MAS19S0);, 
RFLS(FAL), RFL7(MAS36), RFLI&(M1949/56), 
SMG9(MATAS). 

Binfran Vehicles: TRKS( weapon 31), 


NORTH KOREA (DEMOCRATIC PEOPLE'S 
REPUBLIC OF KOREA); North Korea, aside 
fom tunneling under the South Korean border and 
‘mounting small terrorist attacks, has, done litle 
‘of military significance vince the end ofthe Korean 
War in 1983, 

North Korean Weapons: FTRI, FTR2, FTR3; 
GMG6(-Type64); LCW2(B10); LMGI2, 
LMG20(-Type 62), LMG21; MMG1(SG,SGM 
MPLI9,  MPL20; MRT6(M2-Type’ 


RFLI(AK47-Type 
RFL7(Molsin Nagant M1891/30), RFLS(Moisin 
Nagant Sniper Rifle), RFL2USKS-Type 63); 
SMGA4(PPSHS1-Type49). 

North Korean Vehicles: APC1, APC2, APC3; 
IFVS(BMP!),_ IFV6(BTR6OPB,BTREOPK): 
LTK4; MBTIS, MBT16, MBT21; MCV2; 
RCV3: TRA; TRKHweapon 36), TRE weapon 
32). 

Notes: Do not use HGN1, HGN2, HRG, RGN1, 
RGN3, RGN4, or RGNS 


NORWAY (KINGDOM OF NORWAY): 
Norway is « NATO member. 

Norwegian Weapons: PTRI; GLR3(HK69-few); 
GMGS(MG3); LCW3; LMG10; LPL3: 
MMGI(MISI9A4), MPLS, MPL6(early” 80s), 


'38,AKM-Type 


MPL7; MRT6(M2.M19), MRTIN(M1), 
MRT12(M29); PST1, PST2(PI); RFLT(Kar9BR), 
RFLIL, RELI3, RFLI&(M1 Garand); SMG2, 
SMG6, SMG10(Sten), SMG12(MP40-Maskin} 
‘Norwegian Vehicles: APC4; MBTS(Leopard Al 
in 1971,LeopardlA3 in late 70s), 
MBTIO(MASA3,M48A5 in 1983); MCV3; 
TDR6(weapon 42); TRK2(weapon 31), 
TRK3(weapon 42), 

Notes: Do not use HGN! 
RGNL, 


HGN2, HGN7, or 


PAKISTAN (ISLAMIC REPUBLIC OF 
PAKISTAN): Pakistan fought wars against India 
in 1968 and 1971. The 1971 war saw the Indians 
supporting the Bangladesh rebels, who used 
‘mixture of Indian weapons, captred Pakistani 
‘weapons, and, apparently, x considerable nuinber 
‘of RFLI1 in addition to captures, 

Pakistani Weapons: FTR1; GLR3(HK69-few); 
GMG5(MG3): LCW2(B10), LCW3; LMGI5(L4 
Bren), LMGI8; MMGI(MI9I9A4); MPL7, 
MPLI7, MPLI8; MRT2, MRTG"), 
‘MRT12(M29 in early 803); MSL; PST2(HP35); 
RFLI(AK47,AKM), RFL&(L42A1),RFLI1, 
RFLIN(MI Garand), RFL21(SKS); 
SMGIO(M4, Sten). 

Pakistani Vehicles: APC4(MIISAD; LTK2, 
LTRA(PT76), LTKS; MBT9(MS7,M47M in mid 
70s), MBTIO(M48A3,M48AS with no “LNPS”” 
‘equipment in early 80s = 87 points), MBT15(n0 
“BY position or "'NS"* equipment = 75/67 
points), MBT19(1983), MBT21; TRK2(weapon 
31), TRKA(weapon 22 or 31). 

Notes: Do not use HGN!, HGN?, or RGNI. 


PHILIPPINES (REPUBLIC OF THE 
PHILIPPINES): Since the late. 60s, the 
Philippines military hus been engaged in low level 
fighting with the communist NPA guerillas and, 
since 1972, with the Moro separatist MNLF, 
Supported by Libya, These groups use Soviet 
‘weapons (see Notes on Guerilas). 

Philippine Weapons: FTR1; GLR2, 
‘GLR3(M203); GMG4(M60); LCW3; LMGI0; 
LPL3; MMGI(M1919A4); MPLT, MPLS (early 
50s), MPLIL, © MPLI3;—-PST1; 
RFLI(M1903-home defense units), 
RELIO(MIGAL), RFLII(ew used), RFLI3, 
RFLIS(MI Garand); SMG (rare), SMG2. 
Philippine Vehicles: APC4; TFV12(n0 weapon 
442); LTK2; TRK3(weapon 31). 

Notes: Do not use HGNI, HGN2, HGN7, RGNI, 
RGN3, or RGNS. 


POLAND (POLISH PEOPLE'S REPUBLI 
Poland is a Warsaw Pact member. 

Polish Weapons: FTRI, FTR2, FTR3; 
GMG4(PK,PKM,PKMS,PKS), GMG8, LOW! 
Lew2(Bi0); "  LMG20, — LMGz1; 
MMGI(SG,SGM); MPLI9, MPL20, MPL22; 
MRTL, MRT13; MSLA; PST2(HP35-WZ35), 
PST3(TT33), PST4*(WZ64); RELI(AK47,AKM- 
KbKAK,DMK), 8(Moisin Nagant Sniper Rifl 
RFLIS*(PMK-DGN), ——_ RFLI9(SVD} 
SMG4(PPSh41),  SMG9(PPS43-M43/52), 
SMGI1"(WZPM63). 

Pollsh Vehicles: APC1, APC2, APC6, APC7; 
IFVS(QBMP1),  IFV6(BTR6OPE,BTR6OPK); 
LTK4; MBTIS, MBTI6, MBTI7Gn 1979); 
RCV4; TORS. 

‘Notes: Do not use HGN1, HGN2, HGN7, HRG, 
RGNI, RGN4, or RGNS. Use ™“G" only for 
RGN? 


PORTUGAL (REPUBLIC OF PORTUGAL): 
Portugal fought guerilla groups in her African 
‘colonies until leaving in 1975 (See Angola for the 
‘guerilla forces), Portugal is a NATO member. 

Portuguese Weapons: FTR1; GLR3(HK69-few): 
GMGS(MG3);, LCW3; | LMG13(HK21); 


LPL3(ate 70s); MMGI(MI919A4); MPL7, 
MPLII; MRTT(ECIA), MRTS(ECIA), 
MRTI2CECIA); PST2(PI): RELS, RFLII: 
‘SMG12*(FBP48), 

‘Portuguese Vehicles: APC4(ate 70s); IFV12(n0 
weapon 42); LTK2;  MBT9(M47), 
MBTIO(M48A3,M48AS with “P"” but no “"L”™ 
‘equipment = 91 points in early 805); MCV3(ate 
70s), MCV7; RCV, RCV2, RCV4(MK.2/3); 
TRKA(weapon 31), TRKS(weapon 42 in early 
80), 


RHODESIA-ZIMBABWE: White-dominated 
‘Rhodesin was involved in fighting the FROLO- 
ZI, SAANC, ZANU, and ZAPU guerilla groups 
‘until 1979. These forees used Soviet and Eastern 
Bloc equipment (se Notes on Guerills). Newly 
‘named Zimbabwe came under black control in 
1980. 

Rhodesian Wenpons: _GMG3(MAG) 
LMGII(FAL), LMGIS(L4_ Bren); MPL20; 
MRT2, MRT6(M2), MRTI1(3", M1944) 
PST2(HP35); RFLS(FAL-R1), RFL7(SMLE), 
RFLU, RFLIB(SAFN); 
SMG7(Uxi,V223,VZ25), SMGIO(L2, Sten. 
Rhodesian Vehicles: IFV11; MBTIS(in 1981); 
RCVI, RCV2, RCV4(MK.2/3). 

Notes: Do not use HGN1, HGN2, or RGNI. 
‘Types other than “G"" are’rare 


ROMANIA (SOCIALIST REPUBLIC OF 
ROMANIA): Romania is « member of the War- 
saw Pact 

Romanian Weapons: TRI, FTR2, FTR3 
‘GMG4(PK,PKM,PKMS,PKS), GMG6; LCW1; 
LMG12, LMG15(2B26/30-SH30), LMG20, 
LMG21; MMGI(SG,SGM); MPLI9, MPL20, 
MPL22; MRT1, MRTI3; MSL4; PST3(TT33), 
PST4(PM); RFLI(AK$7,AKM), RFL8(Moisin 
Nagant Sniper Rifle), RFLI9(SVD), 
RFL21(SKS); SMG4(PPShd1), 
SMGT(V223,VZ24,V225,V726), SMGIO(M4). 
Romanian Vehicles: APC1, APC2, APC6, 
APC7; IFV6(BTRGOPB-TAB72); LTK4; 
‘MBT15(M77, 8 1977 conversion where the en- 
gine goes from *'5"' to "4" und the move factor 
increases to 16", and add ““L" equipment to 
M77 in 1982 = 79/71 points), MBTIG(few), 
MBTI7(in 1979, and add "1." equipment in 1983, 
= 102 points); RCV3; TDR. 

‘Notes: Do not use HGNI, HGN2, HRG, or any 
RGN. 


SAUDI ARABIA (KINGDOM OF SAUDI 
ARABIA): Despite sending a brigade of troops 
‘during the 1973 Arub-Tsraeli War and various in- 
‘idents around the Persian Gulf, the Saudis have 
largely avoided serious ground fighting during the 
period 

‘Suudi Weapons: GLR2%few), GLR3; 
GMG3(MAG), GMG4(M60); LMGIS(LA Biren); 
LPL3(early 80s); MPL7, MPL8(early $06), 
MPLI1; MRT3, MRT6(Mi9), MRTI1G",.M1), 


MRT12(M29); PST2(HP35,M1051); 
RFLIO(MIGAI), —-RFLIT, —" RFLIZ; 
SMG3(MACI0-Smm)), — SMGB(M12), 


SMG1O(Mpi69), 

Saudi Vehicles: AAV1; APC4(M113A2); IFV2, 
IEVI2; LTKi (weapon 25), LTK2, LTKS: 
‘MBTI(AMX305), MBT9(M47), MBT11(M60A3 
with no “P" equipment in 1981-1983 = 96 
points): MCV3, MCV7; RCVI, RCV2, 
RCV4(MK.2/3), 'RCV7; TDR6(wespon 42); 
‘TRK3(weapon 38). 


SOUTH AFRICA (REPUBLIC OF SOUTH 
‘AFRICA): South African forces have been con- 
‘tinuously engaged, especialy since 1975, against 
the Angolans, Cubans, and SWAPO guerillas 
(armed primarily with Soviet weapons—based in 
Angola and raiding into Southwest Africa 
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‘Namibia, although they have also fought battles 
‘with UNETA guerillas in Angola) and ANC guerl- 
las (also Soviet armed—based in Mozambique and 
raiding directly into South Aftica). See Notes on 
{Guerillas atthe end ofthis rule section for guerilla 
armaments 

South African Weapons: FTRI; GLR2(few) 
GMG3(MAG); LCW3; LMGI5(L4 Bren 
LPL6(few-obtained & 1980); 
MMGI(MI919A4-MGSAA); MPLA, MPLS. 
‘MPLT, MPL21; MRT6, MRTLI; PST2(HP35), 
PSTSGuper Star); RFLAGarge quantities cup 
tured), RFLA(AR-4 in 1981), RFLS(FAL-R1}; 
SMG1O(Sten). 

South African Vehicles: APC4(MII3A1); 
IFVIL; LTK1Gweapon 16), LTK2; MBT2¢ 
“olifane’*-weapon 29 replaced weapon 23 in late 
70s = 91 points), MBT9(M7—fewy, RCVIC- 
IM and EIVM Eland”), RCV2(E1 and 1V 
Eland”), RCVS(Mk.2/3); TRK2(Weapon 31). 
Notes: Bo not use HGNI, HGN2, or RGNI. 
‘Types other than “G"" are rare. 


SOUTH KOREA (REPUBLIC OF KOREA) 
South Korcan forces took putin the Vietnam War. 
South Korean Weapons: FTRI; GLR2, 
GLR3(M203); GMG4(M60), LCW3; LMGI 
EMGII(MISE2),— LMG18; "LPL: 
MMGI(MI9I9A4); MPL7, MPL8(c. 1980), 
MPLI1; — MRT6(M2),\ MRTII(M1), 
MRT12(M29);PST1; 'RFLB(M1903A4), 
RELIO(MIG,MI6A1), RFLI3, RFLIS, 
RFLI&(M1Gurand), RFLI9(MID,M21); 
‘SMG1(rare), SMG2. 

South Korean Vehicles: APC4; LTK: 
MBT9(MA7), MBTIOMS8A3,M4BA5 with no 
LP" equipment, but with "D8" equipment in 
late 70s = 90 points), MBTLI(M60A1,M60A3 
without “LP” equipment in early 80s = 93 
points); MCV3;  TRK2(weapon 31), 
‘TRK3(weapon 42), 

Notes: Do not use HGN1, HGN2, RGNI, or 
RNS, 


SOUTH VIETNAM (REPUBLIC OF VIET- 
'NAM): The Vietnam War against North Vietnam 
and Viet Cong guerillas lasted until 1975, when 
South Vietnam was forcefully unified with North 
‘Vietnam to form the United Democratic Repub- 
lic af Vietnam (see Vietnam entry). Relatively 
litte use has been made ofthe South Vietnamese 
‘weapons and vehicles since 1975. 

South Vietnamese Weapons: FTR1; GLR2; 
GMG4(M60);-LCW3;— LMG10, 
LMGII(MI4E2); LPL3;_MMGI(MI9194); 
‘MPL, MPLII; MRT6, MRT1I(M1,M1944), 
‘MRTI2(M29);,PSTI, PST2(MAS1950,HP35); 


RFLS(XM177), RFL&(M1903A4), 
RFLIO(MIG,MIGA}), RFLI3, RFLIS, 
RFLIS(MI Garand, 1949/56), 
RFLI9(MID.M21); SMG1(rare), SMG2, 
SMG9(MATA8). 


South Vietnamese Vehicles: APCA(MII3A1), 
‘APCS; IFVI2; LTK1(weapon 16), LTK2; 
‘MBT9(M47), MBTIO(M48A3 in 1971); MCV3, 
MCV7; TRK2(weapon 31). 

‘Notes: Do not use HGNI, HGN2, RGN1, or 
RGNS. 


SOVIET UNION (UNION OF SOVIET 
SOCIALIST REPUBLICS): The Soviet Union 
fg a member of the Warsaw Pact. In addition to 
1a number of border “incidents” with China, 
Soviet ground forces have been heavily engaged 
‘against the Mujahideen guerillas in Afghanistan 
since 1979, 

Soviet Weapons: FTR1, FTR2, FTR3; GLRI* 
GMG4*(PK,PKM,PKMS,PKS), GMGOr: 
LOWI*, LCW2*(B10); LMGI2*, LMG20°, 
EMG21*, LMG22"; LPLS*; MMGI"(SG,SGM);, 
MPLI9*, MPL20=; MRT1*, MRT13®(M1937); 


MSL4*;_ PST3*(TT33), _ PST4*(PM); 


RFLI(AK47,AKM), RFL2*, RFL8*(Moisin Na- 
gant Sniper Rifle), RFL19*(SVD), RFL21*(SKS); 
SMG9*(PPS43), 


SMG4*(PPShdi), 
SMGII%APS). 


SPAIN (KINGDOM OF SPAIN-SPANISH 
[STATE): Spain is nota formal NATO member, 
‘but is associated with thut organization 
Spanish Weapons: FTRI, FTR2; 
GMGS(MG42/59); LCW3; LMGIS(ZB26/30- 
FAOS9); LPL3(-C90);_ MMGI(MI9I9A4); 
MPLA, MPL7(*“Instalaza"™-this version has 2 
penetration of 24"); MRT7*(ECIA), 
MRTEMEICA), MRTI2“EICA); MSLidaie 
70s); PST3*(Super_ Star); RFL7(Kar98k), 
RFLII*(-CETMES8);_SMG8"(Z62,270), 
SMG9(MI944-DUXS3), SMGIO¥(Z45). 
Spanish Vehicles: APC4(MIISAD; LTK2 
MBTI(AMX30,AMX30B in early 80s) 
MBT9(M47,.M47E in late 70s), 
MBTIO(MS8A3,M43AS with ““L"" but no “P" 
equipment = 92 points in 1980), 
MBTII(M60AI); MCV3; RCVI, RCV2; 
‘TDRE(weapon 42 in 1983); TRK2(weapon 31). 
‘TRKMweepon 42 in 1983), 

Notes: Do not use RGNI. 


‘SWEDEN (KINGDOM OF SWEDEN): Sweden 
is officially “neutral” 

Swedish Weapons: GLRU(HK69-few used) 
GMGS(MAG-Modal 58), LMGI3GIK21A)- 
LPL4®;_MMGI(MI9I9A4); MPLS, MPLS: 
MRT&(MO-60-63), MRT12(MO-1-61); MSL2* 
PST2(13$-P40,PI-M39); RFL7(Kar98k-M38), 
RFL8*(M41), RELLICAK4), RFLIS*“AGS2); 
SMG6, SMG9(MI944-M37 or MG9F.M/45* 
“Carl Gustav"). 

‘Swedish Vehicles: APC8*; MBT2(-Strv101 or 
Suv102, weapon 29 replaced weapon 23 und “*S"" 
equipment added in mid 70s = 94 points and “L"* 
equipment added in 1982 = 97 points), MBTI4*; 
‘TRKH weapon 42—early 80s). 

Notes: Do not use HGN7 or RGN1. 


SWITZERLAND (SWISS CONFEDERA- 
TION): Switzerland is offically “neutral” 
‘Swiss Weapons: GMGS*(SIGS0, 51, and 71 
LCw3; LPL3; MPLS, MPLIO*,” MPLI2* 
MRT7(HB), MRTS(MO-60-63), 
MRT12(MO-81-61— Mineawerfer 72); MSI 
PST2(SIG210,S1G220); RFL7+(G31), 
RFLS*(MI935/55), RELI, RFL20°; SMGS. 
‘Swiss Vehicles: APCS(MII3AI-SP263); IFV7*, 
IFVS*; LTKl(weapon 16 or 25-PZS1); 
MBT2( + weapon 29 replaced weapon 23 and *'S"" 
‘equipment added in late 70s = 94 points 
PZ55,P257,P260), MBT3, MBT7(1984), 
MBTI3*; TRK2(weapon 31). 


SYRIA (SYRIAN ARAB REPUBLIC): Syria 
hhas been at war with Israel in 1967, 1973, and 


Syrian Weapons: FTRI, 
GMG4(PK,PKM,PEMS,PKS), GMGS; LOW! 
Lew2(Bloy; LMG20, LMG21, LMG23: 
MMGI(SG,SGM); MPLA(late 70s), MPLIS. 
MPLI9, MPL20; MRTI, MRTI3; MSL4: 
PST3(1T33,VZ52). PST4(PM); 
RFLI(AK47, AKM), RFLS(FAL), RFLS(Moisin 
Nagant Sniper Rifle), RFLI9SVD), RFL21; 
SMG4(PPSh41), ” SMG7(VZ23,VZ25), 
SMGIO(M4), SMGLI(APS). 

Syrian Vehicles: APC1, APC2; IFVS(BMP1), 


IFV6(BTR6OPB,BTRSOPK); LTK¢: 

MBTIS(+add in 1983 = 79/71 

points), MBTI6C-+a80 "L" equipment = #2/91 

Points in 1983), MBT7(added in late 70s + ad 
MD6L" = 102 points in 1983); MCV2; RCV3; 

‘DRA. 

Notes: Do not use HGNI, HRG, RGN1, RGN3, 

RGNS, or RGNS. 

‘TAIWAN (REPUBLIC OF CHINA): Taiwan 

and mainland Chins have largely restricted their 


disputes to verbal exchanges since the early 60s. 
‘Taiwan Weapons: FTRI; GLR2, GLR3(M203);, 
GMG4(M60);— LCW3: | LMGI0. 


LMGLIMI4E2), LMGIS(LA Brea), LMGIS; 
LPL3; MMGI(MI9I9A4); MPL7, MPL8(ate 
0s), MPLI1; | MRT6(M2,MI9), 
MRT1IG".MI), MRTI2(M29); 'PST1, 
PST2(HP35); RFLT(M1903, ““Generalissimo"™*), 
RFLS(MIS03A4), RFLIOMI6), RFLI3, RFLI4, 
RFLIS(MI Garand), RFLI9(MID); SMG2. 
‘Taiwan Vehicles: APC4(M1I3A1); IFV12(00 
weapon 42): LTK2;  MBT9(M47), 
MBTIO(MS8A3); MCV3; TRK2(weapon 31). 
Notes: Do not use HGN1, HGN2, RGNI. or 
RNS. 


‘TURKEY (REPUBLIC OF TURKEY): Turkey 
ig a NATO member. 
‘Turkish Weapons: FTR1; GMGS(MG3); LOW3; 
LMGIO, LMGIS(L4 Bren), LMGI8: LPL3; 
MMGI(MI9ISA4); -MPL4,” MPL7, MPLIT; 
MRT2, MRT60M2), MRTII(M1); MSLI: PSTI. 
PST2(HP35), PST4*(MKE); RFL7(KarS8i), 
RFLI1, RFLI3, RFLIS(AFN.MI Garand), 
RFLIS(MID);/ | SMGl(rare).  SMG2, 
SMG10(Sten. 
Turkish Vehicles: APCS: IFVI2; LTK2; 
LAS in 1971978), MBTO(MS7), 
MBTIO(M4SA3,M48A5_ in 1981), MCV3: 
‘TDRS(weapon 42 in carly 80s); TRK2(weapon 
31), TRKSweapon 42 in early 803) 
Notes: Do not use HGN1. HGN2, or RGNI. 


VIETNAM (NORTH VIETNAM UNTIL. 
1975)( DEMOCRATIC REPUBLIC OF 
VIETNAM—UNITED _ DEMOCRATIC 
‘REPUBLIC OF VIETNAM): Constantly at war. 
‘The Vietnam War, which saw North Vietnam and 
Viet Cong guerillas (same weapons as North Viet- 
nam) fighting American, Australian, South 
Korean, and South Vietnamese troops lasted un- 
{Hl 1975 and was followed by fighting in Cambo- 
ia. Cambodia has no separate entry, but has 
{guerilla forces armed with essentially the same 
‘wespons as the Vietnamese. Various Cambodian 
forces fight the Viernamese and each other. A. 
‘major border “incident” with China in February 
‘and March of 1979 was largely brought on by 
(Chinese displeasure with Vietnamese actions in 


‘Cambodia. 
‘Vietnamese Weapons: FTRI, FTR2, FTR3; 
GMGS(PKxPKM,Type_ 67). “GMG6; 
LCW2(B10); LMGI3, LMG20, LMG21-TULD; 
MMGI(SG.SGM); "MPLI¢, MPL19(-B40), 
MPL20, MPL22; MRT1, MRT6(M2-Type31 and 
“Type 63), MRT13(MI937); MSLA(in late 70s); 
PST3(TT33), PST4(PM); RFLI(AK47.AKM), 
RFLT(Moisin Nagant M1891/30), RFLS(Moisi 
Nagant_ Sniper Rifle), RFL21(SKS); 
SMG4PPSbS1), SMGS, SMG9(MAT#9-Type 
50), SMGLICAPS). 

Vietnamese Vehicles: APCI, APC3; 
IFV6(BTR60PK); LTK4, LTK6; MBTIS; 
MBT2I(few); TRK2Aweapon 32—in 1972) 
‘Notes: Do not use HGN1, HGN2, HRG, RGN1, 
RRGN3, RGN4, or RGNS. Use only ““G" for 
RGN2. 


WEST GERMANY (FEDERAL REPUBLIC 
OF GERMANY): West Germany is 2 NATO 
member. 
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‘West German Weapons: FTRI; GLR3(HK69): 
GMGS*(MG1,MG2,MG3); LEw3; 
EMGI(FAL-GI); LPL3; MPLS", MPLS, 
MPL6(catly 80s), MPL1S*: MRTS(MO-60-63), 
MRTI2(MO-81-61); MSLI" 
PST2(HP3S-P64,P1*,S1G210 by border guards); 
RFLIU*; 'SMG7(Usi-MP2), 
SMG9MI944-DUX.used by border guards), 
SMGIO(MA) 

West German Vehicles: _APC4(M113A2); 
IEVi0"; LTK2; MBT6*, MBT7*, MBT9(M47 
‘with "D8" equipment), MBTIOQM4RA3, M4BAS 
in 1980—both have “D8” equipment); RCVS*; 
TDRE(wespon 39); TRK2(weapon 31). 

Notes: Do not use HGN7 or RGNI. 


YUGOSLAVIA (SOCIALIST FEDERAL 
REPUBLIC OF YUGOSLAVIA): Yugoslavia, 
although @ European communist nation, is not & 
rember of the Warsaw Pact and has steered for 


UGW3;_LMG15(ZB26/30-30)),_ LMG16" 
MMGI(SG,SGM); MPLI6*; MRT2-Mi 
MRTIIG".M1), 
1-61—M68), 
‘MRT13(M1937-BB1); MSL4;" PST2(P1), 
PST3(TT33-M54,MS7,M65,M70d), 
PSTé*(M67); RFL7(KarSBk-Ma8), 
RFLIS*(M64A,M70),_ RFLI6"(M64), 
RFL19*(“*Zastava’’—introduced in 1971), 
RFL21(SKS-M39,MS9/66);_ SMGI(rare), 
SMG4(PPSh41-M49.M356"), 
‘SMG10(M4-M38/42). 
‘Yugoslav Vehicles: APC1, APC2; 
IFV6(BTRSOPK); LTK4; MBTO(MA7 + add 
“L" equipment in early 80s = 76. points), 
MBTIS(+ add ““L™ equipment in early 80s = 
79/71 points); MCV2; RCV3; TRK2(weapon 22 
‘or 31), TRK3(weapon 42—in 1981). 
Notes: Do not use HGN1, HGN2, HRG, RGNI, 
RGNS, or RGNS. Use only “G" for RGN2. 


NOTES ON GUERILLAS: Guerilla squads 
usually lack a really formalized organization, 
although the nine-man squad (divided into three 
three-man teams) is the most common. Rifle 
‘grenades are rare, and hand grenades are almost 
‘always “G"" types. Most Soviet or Chinese- 
‘equipped guerillas will carry HON3, while most 
‘western-equipped guerillas may carry HGN3 or 
HGNS. HGNS, the “Molotov Cocktail”, is also 
a favorite guerilla weapon. Most Soviet/Eastern 
Bloc/Cuben/Libyan armed guerillas use the fol- 
lowing weapons: GMG4(PK,PKM), GMG6; 
LWT, LOW2(B10): LMG12, LMG20, LMG21, 
LMG23; MMG1(SG.SGM); MPLI9, MPL20, 
MPL22; MRTI, MRTI3; PST3(TTS3), 
PSTS(PM); RFLI, RFL3(especially popular in 
Afcica), RFL7(arious), RFL8, RFL21; 
‘SMG4(PPShé1), SMG7(VZ23-26), 
'SMG9PPS43), SMGI1. Vehicles generally con 
sist of tacks which may carry vehicle weapon 22. 
Body armor, NBC suits, und night sight are rarely 
found in guerilla units. In addition to the weapons 
listed above for the various guerilla groups, any 
‘other pistols oF submachineguns could realistically 
‘be substituted for those given, plus any weapons 
used by their opponents , which could be added 
‘through capture. 


THE OPTIONAL 
RULES 


INTRODUCTION TO THE 
OPTIONAL RULES 


‘The rules of the Advanced Game should be 
mastered before trying any of the Optional 
Rules. The Optional Rules are just that— 
Optional—they can be added to the game 
alone or in any combination to suit the 
player's tastes. Each Optional Rule adds 
areater scope and detail, as well as additional 
complexity to the play of the game. Some 
Optional rules are required for the use of cer- 
tain scenarios that use those units, and are 
not necessary if those units are not used. 

These rules in most eases simply add to the 
Basic and Advanced Game Rules, which still 
apply unles otherwise stated, New Phases are 
added to the sequence of play when certain 
Optional Rules are used. The full sequence 
of play for a game using all of these Optional 
Rules is printed on the Game Card—simply 
ignore the Phases that do not apply to the 
rules used in a particular game. 


15, MOVEMENT OPTIONS 


18.1 JUMPING: A soldier in an Up pasture 
or in a Stand or Crouch posture in a higher 
hex may “jump” down into the same or an 
adjacent hex faced by the soldier for an ex- 
penditure of one movement factor. Jumps 
must always be down, never up. 
18.1.1 JUMP INJURIES: A soldier used 
to jump may be injured while doing so. The 
controlling player rolls the die, and if the 
‘modified die number rolled is 16" or more, 
the soldier is eliminated. If the modified die 
number rolled is ‘+10 or more, but less than 
16", the jumping soldier is Stunned. A 
modifier of ‘*+2"” applies to the die num- 
ber rolled for each height jumped (calculated 
from the soldier's feet). This is summarized 
inthe JUMPING ATTEMPT CHART on the 
Game Card. 
18.1.2 JUMP IMPACT INJURIES: If a 
soldier is jumped into a hex containing other 
soldiers, there is @ chance thatthe ‘jump im- 
pact”? will injure a soldier who may be 
jumped on. Ifthe hex contains opposing sol- 
dliers, the jumping soldier must have atleast 
fone remaining movement factor for melee, 
if this proves necessary. Jump impact inju- 
ries are determined after jump injuries are 
determined. Then, rol the die once for each 
soldier in the hex to determine if they are hit, 
crossgridding the number rolled with the 
column deseribing the soldiers jumped on 
(friend or foe) on the JUMP IMPACT 
‘TABLE on the Game Cards, the results be- 
ing as follows: 
No effect. The soldier is un- 

changed. 

STUN: The soldier is Stunned. 

ELIM.: The soldier is hit and clim- 

inated, 

15.1.3 JUMP MELEE: After resolving the 
jumping, if both sides still have soldiers in 


the hex, a normal melee is resolved. 
15.2 EQUIPMENT POINT MOVE: 
MENT REDUCTIONS: For every ten 
points (see Option 26) of personal and/or 
extra equipment carried by a soldier, there 
is an additional reduction of one in the sol- 
dicr's maximum number of movement fac- 
tors. For example, a soldier carrying 1.9 
points of equipment has no reduction i 

‘movement factors, a soldier carrying 10- 
points is reduced one movement jacior, two 
‘movement factors carrying 20-29 points of 
equipment, et. Asin 11.2.3, no swimming 
with movement reductions 


16. COMBAT OPTIONS 


16.1 GRENADE RETURN THROW: 
One soldier in a fuse hand grenade’s impact 
hhex may be used, if desired, in an attempt 
to “scoop itup”” and throw it out of the hex. 

The die is rolled for this attempt, and if*“2"* 
or less is rolled the attempt is successful. If 
successful, the hand grenade may be fired 
normally at any target hex for normal reso- 
lution. If unsuccessful, the soldier used for 
the attempt has a “2° modifier applied for 
the blast hit number when the hand grenade 
explodes. A hand grenade can be “returned” 
only once, Impact hand grenades may not be 
thrown back. 


16.2 ASSORTED OPTIONAL FIRING 
MODIFIERS: 

16.2.1 PER IMPULSE OF ADJUSTED 
FIRE~ADJUSTING LARGE CREW 
WEAPON, MORTAR OR MAIN GUN 
FIRE: For each time in succession that a 
large crew weapon (LCW), mortar (MRT), 
‘or vehicle maingun (MGN) is fired at the 
same target hex, after the first shot, the die 
roll number is modified by “*—2". This must, 
be done during successive Impulse Phases for 
aside to apply, and does apply for “*A"" or 
““H"" weapons even if fired at different tar- 
‘get units within the same target hex. 
16.2.2 FIRE AT PRONE FROM 
ABOVE: When firing ‘“L” weapons at a 
Prone soldier at least “6” heights below the 
firing height, the die number is modified by 
only ‘“+1"" instead of the normal **-+2" 
modifier for a Prone target 

16.2.3 CONFINED SPACE EXPLO- 
SIONS: An explosion in a small confined 
area is more effective than one that occurs 
in the open, For any blast hit number that 
originates inside (not blasts following, 
penetrations) a confined space such as a 
vehicle, building with roof, bunker, pillbox, 
tower, Cave, or tunnel the die number rolled 
is modified by “*— 


16.3 WEAPON RELIABILITY—IN- 
CREASED FIRE: Weapons can jam" and 
shells can prove to be “duds” or fail to ex- 
plode or penetrate properly. 

16.3.1 RELIABILITY: A “reliability 
number’ is listed for all weapons except 
flamethrowers on the WEAPON and VEHI- 
CLE WEAPON CHARTS. Where split, 
these correspond to the types of ammunitior 
split in the Type columns. When firing, fir- 
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{ng roll matching the first number or higher 
indicates the possibility of a jam or dud. If 
this is rolled (check only the first die rolled 
for weapons with x rate of fire of more than 
"1", roll the die again. If the second num- 
ber or more is then rolled, the weapon does 
fail to operate properly and causes no hits 
or damage, although the movement factors 
for firing and the shell itself are still ex- 
pended. For example, a M20 (MPL7) is fired 
using a “G” shell, fa "0" ("10") is rolled, 
there is the possibility of a dud. Roll again— 
ifa'"7"*or above is rolled, the shell is a dud 
and is wasted. NOTE: This rule is very im- 
portant when firing ‘“H”" weapons, as these 
have a very high failure rate. If players wish, 
they may ignore this rule except for firing 
“SH weapons 

16.3.2 INCREASED FIRE: The rate of 
fire of all “L™ weapons may be increased 
up to double the given rates: (a) A rate of 
fire of 1” is increased to 2”; (b) A rate 
of fire of “2” is increased 10 "4"; (©) 
Automatic rates of fire double the number 
of bursts (ic. ““2%3 becomes ‘“4x3"). If 
this is done, the die number rolled is modi- 
fied by "+2" forall shots when firing, and 
for rolling for both reliability numbers. In- 
creased fire may not be used for written com- 
bat orders (see Option 16.8, below). 


16.4 SUPPRESSION BY _NON- 
AUTOMATIC WEAPONS: The soldiers in 
‘a target hex may be Suppressed the same as 
if automatic fire had been directed at the hex 
if the combined number of shots from non- 
automatic “"L"* weapons at the target hex 
during a single Impulse Phase is "3" or 


16.5 WRITTEN COMBAT ORDERS: 
‘These orders must be secretly plotted on 
paper and revealed to the opponent to go into 
effect. A standard system of notations 
(covered below) is used for these orders by 
all players, so that notations will mean the 
‘same things to everyone when revealed. All, 
of these orders are plotted during one side's, 
Impulse Phase, but apply during the other 
side's Impulse Phases. If a number of the 
other side’s Impulse Phases come in a row, 
the written order, with full rate of fire, may 
bbe applied during each of these Impulse 
Phases. If the next Impulse Phase is the 
player’s own, the written order is wasted. A 
‘written order remains in effect until the next 
sequence unit for the plotted side is drawn, 
at which time the written order must be 
renewed (by again using an Impulse) or 
crossed off. Surviving opposing target units 
may complete their Actions after the writ 
ten order fire is resolved, although Stuns and. 
the movement factor reduction caused by 
Suppression take effect immediately. Sol- 
diers marked with a status unit may not be 
used for written combat orders, and soldiers 
with a written combat order have them can- 
celled if the soldier is marked with a status 
unit, 

16.5.1 OPPORTUNITY FIRE: Write 
“unit mumber-Opportunity-hex number". 
‘This is an order forthe given unit to use “op 


portunity fire"? against any opposing units 
that cross the line of sight from the unit to 
(inclusive) the given hex, up to the limits of, 
the unit's rate of fire. The line of sight must 
be in the weapon's line of sight, or, for non- 
turret vehicle weapons, in a possible play. 
For example, a notation ‘"31-Opportu- 
nity-1C10" orders soldier "31" to use op- 
portunity ire against anything that enters hex 
1CI0 or that crosses the line of sight from 
the firing hex to hex 1C10. This order ap- 
plies for any weapon carried by a soldier. For 
example. in the sample above, soldier "31" 
could be used to fire the major personal 
weapon or a grenade, etc. Opportunity fire 
may be immediately “triggered” when an 
‘opposing unit enters a new hex or crosses @ 
hexside (move the target unit into the hex be- 
yond the hexside before resolving fie) inthe 
Gesignated line of sight. One, some, or all 
of the units in the hex may be fired at, up 
to the limits of the firing unit’s rate of fire 
{or one weapon, atthe firing player's option. 
It can continue to be triggered by different 
units in different hexes until up to the entire 
rate of fire has been used. The plotted play- 
er may decide to withhold fire at any time 
‘hoping for better shots later). When an op- 
posing unit crosses the line of sight, the plot- 
ted player reveals the notation and resolves 
the fire. Firing is resolved normally in the 
last hex reached by the target unit or units, 
‘with firing modifiers applied based on the. 
target's current posture, location, and speed 
the player moving must reveal the rest of 
the intended move to determine speed). 
16.5.2 TRACKING FIRE: Write “unit 
rumber-Iracking-target unit number". This 
an order for the given unit to use ‘“track- 
ing fire” against a specific target unit, This 
rule works similar to opportunity fire, except 
that only one target unit is nominated. The 
plored target unit must be in @ hex into which 
the firing unit could have fired, even ifthere 
\would have been no chance for a hit. Track- 
ing fire is triggered if the target unit expends 
movement factors and remains a legal 
target—if the target unit moves into a blocked 
hex, out of range or firing are, or does not 
pend movement factors, no tracking fire 
can occur. Tracking fire may be announced 
st any point in the target unit's move (obvi- 
ously, when the plotted player feels that the 
best shot is available), at which time the 
notation is revealed and the fire is resolved 
normally 
16.8.3 SWEEPING FIRE: Write “unit 
rnumber-Sweep."” This is an order for a given 
Unit (whieh must be an “*L'” weapon that has 
‘an automatic rate of fire that can be used) 10 
use “sweeping fire”” against any opposing 
units that expend movement factors in a hex 
inthe unit's firing are. Sweeping fire is trig- 
gered by opposing units expending move- 
‘ment factors in possible target hexes. One 
burst, up to the limits of the rate of fire, may 
be directed at each target hex where the 
sweeping fire has been triggered. Any auto- 
matic fire weapon may be fired into these 
different hexes when sweeping fire is used. 
Each firing is resolved normally, except that 
‘any “hits” count only as a Suppression in 


the target hex. The notation must be revealed 
when used 


16.6 PINNED AND INACTIVE STA- 
‘TUS: If this option is used, for any already 
Suppressed soldier which is again Sup- 
Dressed, the status unit is adjusted to show 
that the soldier is “Pinned”, For any already 
Stunned soldier which is again Stunned, the 
status unit is adjusted to show that the soldier 
is “Inactive”’. Also, atthe end of an Impulse 
Phase, a player's Inactive units are adjusted 
to Stunned, Stunned units are adjusted to 
Pinned, and Pinned units are adjusted to Sup- 
pressed, adding extra steps. Pinned units are 
also immediately marked as Prone, if not al- 
ready in that posture. Pinned soldiers have 
their available number of movement factors 
reduced by two, and for firing, the die num- 
ber rolled is modified by “*+2"*, Inactive 
soldiers are treated the same as Stunned 
soldiers. 


16.7 OPTIONAL WEAPON AND 
EQUIPMENT RULES: 

16.7.1 OPTIONAL FLAMETHROWER 
RULES (FTR): Flamethrowers (both those 
carried by soldiers and those on vehicles) are 
SE" weapons whose long stream of burn- 
ing fuel affects not only their impact hex, but 
also all hexes along the line of sight from the 
flamethrower to the impact hex. These line 
of sight hexes are considered to be a 
flamethrower’s blast zone hexes. The 
penetration number for flamethrowers also 
applies in all blast zone hexes where a hit is 
possible, as well as in the impact hex. A 
“+45” modifier applies to the blast hit num- 
ber die rollin all of these blast zone hexes. 
‘As with the impact hex, all parts of a blast 
~zone hex are hit (unless totally blocked), but 
no smoke is produced in blast zone hexes, 
unless a Fire is started (see Option 21). A 
typical blast zone diagram for a flamethrower 
is shown below: 


Vehicle flamethrowers may be fired any 
‘number of times during a game, A Molotov 
Cocktail hand grenade (HGNS) still affects 
only the impact hex. 

16.7.2 OPTIONAL NIGHTSIGHT 
RULES (NST, PNS): 
16.7.2.1 NST: These nightsights operate as 
Biven in the Advanced Game Rules (see 
12.4.7), but automatically improve visibil- 
ity to Condition *1" only in striely Night 
conditions. In Raining, Snowing, or Fog, 
conditions combined with Night conditions, 
visibility is increased by only one Condition 
from Condition ‘*3"" to Condition “2”, 
ion **2" to Condition ‘1"). 
16.7.2.2 PNS: These nightsights operate as 
given in the Advanced Game Rules (see 
12.4.7), and, when used with a smoke hex 
‘or hexes in the line of sight, the firing modi- 
fier is reduced by one from “*+2/+3" to 
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‘“441/-+2" per smoke hex. Also, when fir 
ing at a target unit that has used a NST dur- 
ing the current Turn, a 2" firing modifier 
applies as a NST can be detected by a PNS. 
16.7.2.3 COMBINED INSTRUMENTS: 
‘No weapon may have more than one night- 
sight of the same type installed, although it 
‘may have both a nightsight and a scope, one 
nightsight of each type, or one nightsight of 
each type and a scope (all of these are acta- 
ally combined instruments). All modifiers 
‘and effects apply when firing « combined in- 
strument, but only one type of nightsight may 
be used at one time—the player must an- 
nounce if a NST or PNS is being used for 
a given firing Action. 


16.8 EXTRA MAJOR PERSONAL 
WEAPONS: Soldier units with a major per- 
sonal weapon that isa LMG, FTR, GLR (ex 
cept those attached to rifles), MRT, MMG, 
or MPL may be automatically considered to 
also carry a pistol, which can be fired instead, 
Of the other weapon. If Option 26 is used, 
instead of a pistol, soldier units with a MPL, 
‘of 80mm or less may also carry a rifle or sub- 
machinegun as “extra equipment”. The 
extra weapon is purchased as extra equip- 
‘ment at its usual point value at the start of 
the game, or may be acquired during the 
game. 

16.9 STANDING BEHIND “2” HEIGHT. 
COVER: Any soldier Standing behind *“2"" 
height cover (in a hex with a *'2" height 
fence, deep foxhole, etc., or “2” height 
defilade cover—see Option 23.4) gets an ad- 
ditional “+1 modifier when fired at or 
against blast hit numbers. This rule gives a 
Standing soldier the same ("+2") total 
‘modifier behind ‘'2"" height cover as a 
Crouching soldier behind ‘*1"" height cover 
C51 for cover, **-+1"" for Crouching). 


17. MULTI-PLAYER RULES 


‘This game lends itself well to play by more 
than one player per side. The presence of 
‘more than one player on one or both sides 
allows some additional realism to be built 
into the game. A numberof scenarios feature 
or can be expanded to mare than one squad 
per side, and these scenarios are all suitable 
for multi-player games. This section contains 
some suggested rules for use with more than 
‘one player per side. 

17.1 ASSIGNING UNITS: Decide which 
players on a side will control which squad 
‘or squads. Players may control ony the units 
they command. No other player may perform 
Actions or handle die ros for that player’s 
units. Each player should select one soldier 
(the highest ranking one available—usually 
squad leader) as a “personal unit™. A per- 
sonal unit represents the player's personal 
command presence on the mapboard. A per- 
sonal unit may not be replaced if elimingted 
during a game. 

17.2 PLAYER VOICE COMMUNICA- 
TIONS: Players may communicate per- 
sonally only if their personal units are within 
a five hex range of each other with an un- 
blocked line of sight between. No voice com- 


munications are possible with “buttoned”? 
vehicles, unless open-topped or with '*0" top 
armor basis or by radio or phone. The 
players on a side should meet to discuss a 
common strategy before the game begins. 
‘After the game starts, no talking about the 
game is allowed unless they eun “‘commu- 
nicate'* under these rules. Communicating. 
expends no movement factors (also see Op- 
tions 18.2.4, 18.3.1, 20.2, and 20.3) 

17.3 SEQUENCING PLAYERS: For 
rmutt-player games, rotate the order in which, 
the players perform their Impulses from Im- 
pulse Phase to Impulse Phase. For example, 
ina game with three players on a side, player 
“A would perform all Impulses for his unit, 
then player "B", and finally player ‘'C"" 
During the next Impulse Phase for that side, 


the order would be “‘B"', “C”’, “A”, and 
“C", "A", “B for the Impulse Phase after 
that, etc.. 


18. THE UMPIRED GAME— 
SIGHTING RULES: 


This Option requires the services of an extra 
person who will play for neither side, but will, 
serve as “Umpire” and run the game. The 
Multi-Player Options (17) work well used in 
‘combination with these rules. This section 
presents a few suggestions for the Umpire 
in running such a game; many other ideas 
will present themselves as Umpires gain ex- 
perience. It should be pointed out to those 
‘who have never played this way that being 
an Umpire can be surprisingly enjoyable. 


18.1 GAME SETUP: The Umpire sets up 
the mapboard, determines the scenario, etc. 
If a secret point selection of forces (see 
Option 26) is used, the opposing players are 
not even aware of the size or quality of the 
other side’s forces. Separate the players 50 
that they are out of sight of each other. Each, 
player needs a copy of the game, and the 
Umpire needs another copy. All copies 
should be setup identically. This Option 
works beautifully if all participants have a 
copy at their homes, and the game is played 
by telephone. The’ Umpire's copy of the 
game will display all information and all, 
units for both sides. The player's copies will 
display only their own units, plus any infor- 
‘mation about other units that is supplied by 
the Umpire. Ifdesired, the Umpire may keep 
the locations of some or all of any defensive 
units secret from the attacking side until they 
are “'seen", but definitely keep the locations 
of “unseen” soldiers and weapon units 
secret 


18.2 UMPIRED SIGHTING: The game is 
played normally,although all information 
must go through’ the Umpire. i! units of 
both sides are completely hidden, and are 
reported 10 the uppropriate player or players 
when sighted. Only the Umpire knows ex- 
actly where all units of both sides are located, 
and what types of units they are. Use the 
sighting rules given below to determine what, 
is sighted and should be reported to the 
players, 


18.2 UMPIRED SIGHTING: The game is 
played normally,although all information 
must go through the Umpire. All units of 
both sides are completely hidden, and are 
reported to the appropriate player or players 
when sighted. Only the Umpire knows ex- 
actly where all units of both sides are located, 
‘and what types of units they are. Use the 
sighting rules given below to determine what 
is sighted and should be reported to the 
layers. 
{82.1 SIGHTING ATTEMPTS: To 
“see something on the mapboard, another 
‘unit must be used to “‘sight’” it, A unit must 
be “scen"” before it can be shot. ‘Sighting 
attempts" may be made to “'see" other units. 
Sighting attempts are Actions that expend 
fone movement factor, and are handled simi- 
larly to the firing’ procedure for 
‘weapons, only the units are “'seen"”, not hit 
by fire. The hexes being sighted muist be in 
the firing are and in an unblocked line of 
sight from the unit used for the sighting at- 
tempt. One sighting attempt by one soldier 
may include ail hexes in the firing are that 
require no “++” sighting modifiers due to 
terrain, or up to three other hexes in the fir 
ing are that do require ‘*+"" terrain sighting 
‘modifiers plus all non ‘*-+" hexes in the line 
of sight to the chosen three hexes. The limi- 
tations on sighting inside buildings still apply 
(Gee 12.1.6). One soldier may be used to 
‘make as many sighting attempts as movement 
factors permit. The same (in case an earlier 
attempt missed) or different hexes may be the 
target hexes during each sighting attempt, as, 
announced by the controlling player. 
18.2.2 SIGHTING PROCEDURE: The 
Umpire handles the die rolls necessary to 
resolve sighting attempts. Roll the die once 
for each sighting attempt in a target hex that, 
contains anything, and consult the SIGHT- 
ING CHART on the Game Cards. Crossgrid 
the range in hexes with the appropriate line 
fon the chart, depending on the Observation 
Conditions (piven in the scenarios—this is an 
indication of Visibility based on weather and. 
me of day) and the type of unit used for the 
sighting attempt (either a ‘*buttoned”” vehi- 
ele (see Option 19.4.2) or “‘normal”” = any- 
thing else) to find the “sighting number". 
Roll the die; if the sighting number or less, 
‘with modifies, is rolled, the units in the tar- 
get hex are ‘seen. The units that ean be 
"seen" include soldiers, vehicle, weapon 
units, and any “secret” defensive units, All 
‘modifiers on the FIRING, BLAST, and 
SIGHTING MODIFIERS CHART with an 
“S” apply to these sighting attempts. The 
‘Umpire reports the results to the player. Of 
course, the Umpire does not have to reveal 
if the reason that nothing was “'scen"* was, 
because there was nothing there or if a die 
roll indicated a miss. 
18.2,3 DEGREES OF OBSERVATION: 
At the bottom of the SIGHTING CHART is 
the Exact Information line. When a sighting. 
attempt is made, ifthe modified die roll num- 
ber is the number found on this line or less 
cand the sighting attempt is successful, the 
‘Umpire gives exact information to the player 
‘with the sighting unit— the nationality, types 
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cof major personal weapons and/or weapon 
tunis, numbers, postures, directions, facing, 
isible equipment (BNC, BPD, CBX, LPL, 
NBC, NST, PNS, RDO, SCP, and/or SHG), 
ete, of all Units in that hex (leaders cannot 
be differentiated from other soldiers). If the 
modified die roll number is more than the 
eXact sighting number, but the attempt was 
still successful, the Umpire merely indicates, 
that ‘'something”’ is there (the player should 
note the hex number for later reference). If 
desired, allow players to “'see"” mine loca- 
tions and/or trip wire hexes if half (round 
fractions up) of the exact information num- 
ber or less is rolled. 
18.2.4 SHARING AND DURATION OF 
SIGHTINGS: Once a soldier does “sce” 
Something, this information can be automat- 
ically “shared” with all other squad mem- 
bers within voice, phone, or radio 
communication range of the soldier used for 
the sighting attempt. All of these soldiers 
now also “see” the hex, and can in turn 
“share” the information with other squad 
‘members within their voice, phone, or radio 
communication ringe, etc. Information may 
not be shared to or from a buttoned vehicle 
(unless open-topped or with 0" top armor) 
unless phone or radio communications are 
possible. Soldiers that Inter move close 
enough may then also have the sighting in- 
formation shared. Sighting information may 
be shared with members of other squads only 
by leaders, Thus, it can be seen that sight- 
ing information can usually be rapidly shared 
with a large number of soldiers. These units, 
as long as they maintain an unblocked line 
of sight and firing arc to this hex wall be able 
to “see” any new units that enter that hex. 
(if the degree of observation gives informa- 
tion that exact), and will be able to "‘see"” 
where units from that hex move (unless the 
‘move is to a totally blocked hex). The Um- 
pire may wish 0 keep notes to keep this 
straight. Sharing sighting information 
expends no movement factors 


18.2.5 BLIND FIRING: 


zen”, but have no chance of scoring hit 
Any hits scored (if there are any soldiers 
there) count only as Suppressed. ““A"” or 
“H” (unless used as ‘“G”) weapons may not 
be fired in this way, and “*C”, “E", “G", 
cor “W"" weapons may be fired at such hexes 
with no penalties, although, of course, if 
nothing is there, nothing can be hit. 
18.2.6 SIGHTING MODIFIERS: in addi- 
tion to normal modifiers, some die roll modi 
fiers apply only to sighting attempts 
18.2.6.1 USING BINOCULARS: A 
‘“=2"" modifier applies to a sighting die roll 
number if the soldier making the sighting 
attempt has binoculars. 

18.2.6.2 ANY HEX FIRED DURING 
PREVIOUS IMPULSE PHASE: A “-3" 
modifier applies to a sighting die roll num- 
ber if the hex being sighted fired during the 
previous opposing Impulse Phase and the f= 
ing unit is still in that hex. 

18.2.6.3 TARGET UNIT IS A VEHI- 
CLE: A “\—2" modifier applies to a sight- 
ing die roll number if the hex being sighted 


contains a vehicle, This applies only to sight- 

ng the vehicle, not to sighting other units 

in the hex. 

18.2.6.4 MOVEMENT MODIFIERS: All 
=" modifiers on the MOVEMENT 

MODIFIERS CHART become ‘*—"" modi- 

s for sighting attempts. 


18.3 GENERAL UMPIRE SUGGES- 
TIONS: The Umpire has a lot to do, and 
must be skilled with the rules, tactful, and 
cle to use imagination in many situations. 
After some experience in the role, Umpires 
Should be able to augment the suggestions 
here with diabolical ideas of their own (only 
they will not be in this rulebook for the 
players to look up)! Keeping the players 
suessing is part of the enjoyment of being 
¢ Umpire. The Umpire should handle all 
;awing of sequence units and die rolls, and 
rt the results back to the players. 
18.3.1 PLAYER COMMUNICATIONS: 
All player communications should go 
‘hrough the Umpire, who will forward them 
© the appropriate player or players. 
Garbled”* radio messages 
an be simulated by the Umpire writing each 
sage on a slip of paper, then rolling the 
Ifa ““1" or “2 is rolled,the message 
garbled’’, and the Umpire should fold 
« twice, then tear it in half, reading only what 
‘appears on one half to the player to 
whom the message was sent, 
18.3.2 DIE ROLLS: The Umpire should 
etly handle all dice rolls, and should not 
veal exact results to the players unless exact 
nformation is in effect in the target hexes. 
All players should be kept somewhat in the 
ark as to the enemy losses and, in multi- 
ayer games, the losses in other friendly 
ads. 


19. VEHICLE OPTIONS 


‘Vehicles require crews of soldiers to oper- 
sxe them, Necessary information is found on 
the VEHICLE CHARTS, VEHICLE 
WEAPON CHARTS and Game Cards 
Players will find that Vehicle units can be ex- 
cmely powerful—a typical tank can lay 
down more firepower than an entire infan- 
squad. However, they are also very vul- 
ble. The ranges used in this game are 
‘much closer than What are considered to be 
optimum fighting ranges for most vehicles, 
and even the most heavily armored arc in 
constant danger from infantry counter- 


19.1 INTERPRETING THE VEHICLE 
AND VEHICLE WEAPON CHARTS: 
These charts display most ofthe individual 
\nformation needed to use vehicles ina game. 
Obviously, these charts are not exhaustive, 
but do cover the more common vehicles. 
19.1.1 TYPE UNIT: This is the type of unit 
counter to use to represent the vehicle on the 
mapboard, 
LGYs Large vehicles. Large vehicle 
units are used to represent all large vehi- 
cles (over about 15 feet in length), regard- 
less of the pictures on individual units 
(these are only decorative). 


SMV: Small vehicles. Same as large 
vehicle units, only these represent vehi- 
cles small enough to fit in one hex. 


19.1.2 FUNCTION: This describes the 
‘vehicle's major intended use, Each vehicle 
is also numbered for identification. This lt- 
tering and numbering system is used to set 
up scenarios, rather than listing the full 
names. These are identified as follows: 
‘AAV: Anti-Aircraft Vehicle, Carries an 
anti-aircraft weapon that is also useful 
against ground targets. 
APC: Armored Personnel Carrier. Used 
primarily to transport troops to and from 
the battlefield, 
FTV: Flamethrower Vehicle, A vehicle 
armed with a large flamethrower, 
IFV: Infantry Fighting Vehicle. Similar 
to an APC, but usually more heavily 
armed and ‘armored. Firing ports are 
provided to allow passengers to fight from 
inside the vehicle, 
LTK: Light Tank. A small, lightly 
armored tank. 
MBT: Main Battle Tank. A powerful, 
heavily armed and armored tank. 
MCV: Mortar Carrier. An APC of FV 
‘modified to carry a mortar in the vehicle's 
rear compartment, The mortar can be 
fired through an open top or a large open 
roof hatch. 
RCV: Reconnaissance Vehicle. A fast, 
lightly armed vehicle intended more for 
scouting than for fighting. 
TDR: Tank Destroyer. A vehicle 
primarily intended to destroy other vehi- 
cles, particularly tanks. 
‘TRK: Truck. Basic wheeled transpor- 
tation. 


19.1.3 WEAPON NAME: A name desig- 
nation for the vehicle, 


19.1.4 MOVEMENT: The columns in this 
section provide information for moving the 
unit 

19.1.4, TRACTION: This tells the type of 
locomotion used by the vehicle, The traction 
listed here determines the column used on the 
VEHICLE MOVEMENT FACTOR EX- 
PENDITURE CHART for performing Ac- 
tions with the vehicle. These are as follows 


‘W: Wheeled vehicle with single 
axle drive. 

MW: Wheeled vehicle with multi-axle 
drive, 


T: _ Fully tracked vehicle. 
19.1.4.2 MOVE FACTOR: For vehicles 
this gives the maximum number of move- 
‘ment factors available to that vehicle during 
an Impulse Phase. If there are two numbers, 
the vehicle is amphibious. The left number 
is its movement factor on land, and the right 
umber is its “amphibious movement fac- 
tor” used in water hexes. 

19.1.4.3 CLIMB/FORD: The left number 
is the maximum number of heights of a hill 
or depression hexside through which a unit 
may be moved. If the height of a hexside ex- 
ceeds the given number, the unit may not 
ceross the hexside. 

a climb number of 


Ifa hexside is“: 


cor more heights, this vehicle may not cross 
that hexside. The right number gives the 
‘maximum depth in inches of water that the 
vehicle may ford. Deeper water may not be 
centered. If “A”” appears, the vehicle is am- 
phibious, and may be moved through water 
of any depth. 

19.1.4.4 TURRET TURN: This is the 
‘maximum number of hexsides that the vehi- 
cle’s turret can be turned during any single 
Impulse Phase. Vehicles without a number 
have no turret, and the entire vehicle must 
be turned to reface the gun. When setting up, 
place a turret unit on top of a vehicle unit— 
this can be turned to show the turret facing. 
during the game. On large vehicles, place the 
turret unit in the front hex if there is a for- 
Ward turret and in the rear hex if there is & 
center or rear turret. 

191.45 WEIGHT: This is the unit's 
weight, rounded off to the nearest ton. 


19.1.5 TARGET SIZE MODIFIER: This, 
is.adie roll modifier to use when firing ““A"” 
or “H’” (used as armor piercing) weapons, 
at vehicles. 


19.1.6 VEHICLE HEIGHT: This is the 
height of the vehicle. Many vehicles show 
two heights—usually this shows both the 
height of the vehicle’s turret top (the largest 
‘number) and the height ofthe top of its hull 
For example, "3/2" indicates that the top 
of the turret is 3" heights high and the top 
of the hull is "2" heights high. Ifthe leter 
“*T"* appears, it shows that the vehicle has, 
a turret, but it is of the same height as the 
hull (actually, it’s slightly higher, but not 
‘enough to matter). Other vehicles with only 
‘one height listed have no turret. 


19.1.7 ARMOR BASIS: This gives the ef- 
fective resistance to penetration from vari- 
cous angles. "0" indicates no armor. The 
armor basis numbers work the same as ter- 
rain value numbers (sce 12.3) when hit. The 
ARMOR BASIS DIAGRAMS on the Game 
Cards show the directions to which each 
armor basis number applies. Armor basis, 
directions are identified as follows: 
F: Front armor on a vehicle. 
FS: Front-side armor on a vehicle, 
RS: Rear-side armor on a vehicle. 
R: Rear armor on # vehicle, 
‘Ts Top armor on a vehicle. This is used 
for fire from any angle ifthe firing unit 
is on top of the vehicle, is in another hex 
but at least “6” heights higher than the 
‘maximum target unit height, is an 
rifle grenade (these have a higher trajec~ 
tory than most) or an “H™ hand grenade, 
orisa “EF”, “G", or “W" weapon that 
is determined to land on top of the vehi- 
cle (see Option 19,3.1.1). "“Open-top"” 
vehicles (those not completely covered 
with a roof) have a letter given for their 
top armor basis—this letter indicates the 
size of the opening (see Option 19.3,1.2) 
to determine if shells go through the open- 
ing or hit the top armor. Top armor (when 
a shell does not pass through an opening 
ithits the top armor) for vehicles with 
Tetter is always 2" 


{: Bottom armor. Used against mines. 
TREK: Track (or wheel) armor. Used 
against mines and for all other hits on this 
part of a vehicle. 
19.1.8 SPECIAL EQUIPMENT: This in- 
dicates what special equipment the vehicle 
carries, as identified below: 
‘SMOKE PROJECTOR: These are 
actually small multi-barrelled mortars that 
fire smoke shells to the vehicle's or (if 
present) turret's front firing arc. They arc 
fired like firing smoke shells from 
mortars, although the vehicle is. nor re- 
stricted from other movement factor ex- 
penditures when these ure fired. The hit 
number is "3", and the target hex must 
be exactly 6 hexes from the firing hex. 
‘The rate of fire may be up to the number 
following the “D", each of which may 
be fired ut w different hex. The number 
following the ‘*D"” is also the maximum 
‘number of times it can be fired during a 
‘game. No reloading is allowed after that 
‘number have been fired, Make notes as 
these are fired. 
KE; SMOKE GENERATOR: These dis- 
charge smoke from the vehicle's rear hex. 
(the smoke is caused by the engine). Any 
hhex or hexes entered by the vehicle's rear 
hhex become and should be marked as 
smoke hexes. An unlimited number of 
‘smoke hexes can be created in this man= 
ner, but two movement factors must 
expended for each smoke hex created (see 
Option 19.2.3.1). 
I: INFRARED: This indicates that the 
‘vehicle has infrared sights, These have the 
same effects as NST (see 124,7 and 


Option 16.7.2.1). 
LASER SIGHTS: A vehicle so 
‘equipped has a''~2"" modifier when fir- 


ing A" or “H" from its main gun, 
N: NBC PROTECTION: The vehicle is, 
‘equipped to protect Its crew and interior 
passengers from nuclear, biological, 
and/or chemical contuminations (see 
Option 27) 
P: PASSIVE NIGHTSIGHTS: These 
have the same effects as PNS (see 12.4.7 
and Option 16.7.2.2). 
GUN STABILIZER: A stabilizer 
keeps a barrel at « constant elevation, and 
makes firing the main yun while moving 
more accurate, For stubilizer-equipped 
vehicles that have expended movment fac- 
tors, the line on the MOVEMENT 
MODIFIERS CHART above the one nor 
‘mally used is used to determine the move 
ment modifier, For example, if 3-4 
‘movement factors were expended, use the 
2 movement factors expended line. 
OTHER: Not listed, but found on all 
‘icles are a radio (see Option 20.2) and 
‘telephone (see Option 20,3). All vehi- 
cles carrying missile weapons (weapons 
36, 38, 40, 42 and 43) also have one con- 
{rol box included for each gunner/loader 
‘crewman that operates. missiles on the 
vehicle. 
19.1.9 PASSENGERS: Vehicles may carry 
Axher soldiers as passengers in addition to 
their crews. 


19.1.9.1 PASSENGER CAPACITY: The 
listed number is the maximum number of 
soldiers, in addition to erewamen, that can be 
transported by the vehicle. for some vehicles, 
these transported soldiers ride on the hull 
and/or turret, Ifthe passenger number is in 
bold (darker) print, this indicates that the 
soldiers ride inside the vehicle. Passengers 
riding inside a vehicle are protected by the 
vehicle's armor (if any). All passengers are 
placed to show their location in the appropri- 
ate “Passenger Boxes” of their Vehicle lay 
out on the Holding Box Cards, 1/3 of the 
total number of possible passengers riding 
‘on top of a vehicle may be in any one loca- 
tion (ie. 1/3 on the bow hull, 1/3 on the tur- 
ret, and 1/3 on the rear hull) if the vehicle 
hhas a turret, or 1/2 euch on the bow and rear 
hull if the Vehicle has no turret. Round up 
all fractions for passenger numbers that do 
not divide evenly, although the maximum, 
‘overall number on the entire vehicle may not 
bbe exceeded. Vehicles that have a top armor 
basis that is any value but "0" or a leter, 
‘and carry passengers inside may also carry 
‘additional passengers on top of the vehicle 
‘equal to half (round up odd numbers) of the 
number thut can be curried inside. If some 
passengers are inside at the same time ax 
‘others are on the rear hull, make notes as to 
which are which, 

19.1.9.2 PASSENGER COVER: Pas- 
sengers riding on a vehicle with two heights 
may, if riding on the hull, use the turret 
height ws "1°" height of cover against fire 
‘coming from the direction opposite them, 

For example, soldiers riding on the rear of 
fa vehicle have a "1" height cover against 
fire or blast coming over the front hexside 
of their hex. Soldiers riding dn the bow of 
«a vehicle have 1" height cover agains fre 
cr blast coming over the rear hexside of their 
hex. 

19,1,9.3 PASSENGERS OPERATING 
VEHICLE WEAPONS: Open or shield 
‘weapon positions (C; E, F, G, H, oF L) may 
be operated by passengers on top of the 
vehicle if their height matches the weapon's 
height. 


19.110 CREW POSITIONS AND. 
FUNCTIONS: Soldiers representing vehi- 
cle crewmen are placed in **Crew Boxes" 
con their Vehicle Layouts of the Holding Box 
Card. ‘The crew numbers given in the 
VEHICLE CHARTS identify the Crew 
Boxes that are to be occuppied and used in 
the Vehicle Layout. For example, the M551 
“Sheridan” (LTK3) crew positions are "2", 
"9", "11", and "'12”, and the soldiers used 
as crewmen are placed as shown: 


raf |) [ese] [Peale 
ci -its | 
te fens | tas 
i i 


Only the numbered crew positions specifi- 
cally given for an individual vehicle are used 
for the vehicle—all others are ignored and 
‘muy not be used. Use the ‘*Reduced"” Vehi- 
cle Layouts for vehicle crews of 1-3 crew- 
‘men, and use the “'Full”” Vehicle Layouts for 
any ‘size crews, especially larger crews, 
Make a written note during setup of which 
Vehicle Layout letter represents which 
vehicle number, Note that most vehicle guns 
firing anything but “L'” are essentially crew 
‘weapons with a two-man erew (gunner and, 
oader)—if one of these is lost or otherwise. 
occupied, an extra Impulse Phase of load- 
ing is required, as with other crew weapons. 
When separate loading is required for & 
‘weapon due tothe unavailability of either the 
‘weapon's gunner or loader, the remaining, 
gunner or loader may be used to perform the 
separate loading, and, on a later Impulse, the 
firing of the weapon. Crewmen listed as 
“GNL" (gunner/loader) can both load and 
fire during the same Impulse Phase—no 
separate louding is required unless the 
‘weapon's rate of fire requires it, Abbrevia- 
tions in the Crew Boxes indicate what can 
be done by a soldier in that position, Alter- 
nate positions are available in some vehicles. 
For example, in MBTI4, crewmen 1 and 3 
‘are both able to act as gunner/loader for the 
‘main gun in position B, The controlling 
layer may decide which 10 use when the 
‘main gun is fired. A limited number of fune= 
tions (separated by **/"") may be preformed. 
in each Crew Box, and only one ofthese dur- 
ing any one Impulse Phase, as explained 
belo 
CREW BOX 1; DRVR-SGN/B GNL: 
This crewman is the vehicle's driver 
(DRVR), operates the smoke generator (if 
any—SGN), andl also lowds/fires any bow 
‘or fixed forward weapons (B GNL). There 
‘must be a driver crewman in order for the 
vohicle to be turned in place or enter a 
now hex. The weapons may only be fired 
during an Impulse in which the crewman 
i not necded as a driver (ie, no turns in 
place or new hexes entered). This crew- 
‘man may operate the smoke generator (if 
present) while acting as driver, but not 
while used to fire the weapons 
CREW BOX 2: DRVR-SGN: Same as 


Crew Box 1, only this crew position does 
‘ot operate ‘any weapons. 


CREW BOX 3: BGNL/LM GNL: This. 
‘crewman (depending on the weapons 
present) either loads/fires any bow or 
fixed forward weapons (B GNL) or 
Joads/fires any rear mounted weapons 


(LM GNL), 
CREW BOX 4: CDRISPJ: Ifthe vehi: 
cle has a leader (CDR = commander), 


this should be that soldier's position. If 
there is a smoke projector (SPJ), this 
crewman may fire it 

CREW BOX 5: F GNL/N GNR/RDO: 
‘This crewman (depending on the weapons 
present) either louds/fires uny left side 
mounted weapon (F GNL), fires any 
mortar (N GNR), or is an extra crewman 
(usually the radio man = RDO), 


CREW BOX 6: G GNLIN LDR/ 
RDRVR-SGN: This crewman (depend- 
ing on the weapons present) either 
loads/fires any right side mounted weapon 
(GGNL), loads any mortar (N LDR), or 
is the rear driver (RDRVR), if neither 
gun is present on the vehicle. Any vehi- 
cle with a rear driver may ignore the 
“double if backing” movement factor ex- 
penditure (see Option 19,2.7.1) when 
moving in reverse. A rear driver may 
operate the smoke generator (if present) 
while moving in reverse, 

NOTE: Crewmen 1-6 are all located in a 

vehicle's hull (on large vehicles, 1-4 are in 

the front hull, and 5-6 are in the rear hull). 

Crewmen 7-15 ure all located in a vehicle's 

turret. 

CREW BOX 7: ACDEJK GNL/SPJ: 
‘This crewman (depending on the weapdns 
present) louds/fires any turret (A or 
forward mount (C, D, or E), oF coaxi 
(J) weapons. If there is a smoke projec 
tor (SPI), this crewman may fire it This 
erewman may operate a weapon or the 
smoke projector, but not both during the 
same Impulse Phase. 

CREW BOX 8: AK GNR/HLJ GNL/ 
SPJ: This crewman is used to fire the 
mn turret weapon (A or K) and, also, 
is the crewman who louds/fires the cowx- 
{al and turret top weapon (HILJ) or smoke 
projector (SPI), if any are present on the 
vehicle, Firing the main weapon may be 
done every Impulse Phase, if the 
weapon's rate of fire allows and if a 
loader (Crew Boxes 10 oF 11) is also. 
available, ax a gunner and a loader 
together make up a complete crew for a 
normal rate of fire, 

CREW BOX 9: AK GNR/J GNL/SPJ: 
Same as Crew Box 8, only this crewman, 
docs not operate the H or I weapons. 
CREW BOX 10 AND 11; AK LDR/HIL 
GNLISP] AND AK LDRISPJ: These 
crewmen are loaders (LDR) that are used 
with a gunner (Crew Boxes 8 of 9) on 
crew served weapons, und may also be 
used to operate other weapons, as given, 
if these are present, 

CREW BOX 12, 13, AND 14: CDR: 
These crewmen are’ all commanders 
(CDR)=if the vehicle has a leader, this 
should be that soldier's position, ‘They 
differ only in what weapons they may be 
used to operate. Note that crewman 14 is, 
‘an alternate crewman who may serve as 
a gunner (GNR) if crewman 9 is unavail- 
able or ws a gunner/loader (GNL) if erew- 
men 7 is unavailable, 

CREW BOX 15 OR CREW BOX I 
AND Ii On the Full Vehicle Layouts, 
Crew Box 15 varies from vehicle to 
Vehicle, und the functions are explained 
in the VEHICLE CHART notes. On the 
Reduced Vehicle Layouts, one of the 
Crew Boxes is always erewman 1 or 2, 
whichever the vehicle requires, and Crew 
Boxes “and “II are used to represent 
whatever erew positions are necessary to 
complete a particular vehicle's crew. 
Crew Box I should be the lowest number 
of these, and Crew Box II should be the 


highest. For example, on a RCV2 (Crew- 
men 2, 9, 11), Crew Box I should 
represent Crew Box 9, and Crew Box IT 
should represent Crew Box 11 


19.1.1 VEHICLE WEAPONS: The Ve- 
hhicle weapons are listed as numbers which 
match corresponding numbers on the VEHI- 
CLE WEAPON CHARTS. For example 
weapon "9"" is the “M242 Bushmaster 
25mm)". The information for all vehicle 
‘weapons is found here, working exactly like 
the WEAPON CHARTS except that unneed- 
ed columns are deleted, and there are 
columns for different types of ammunition 
(one column for “F"”, “G", or “W", one 
for “A” and *“L", and one for “H). The 
"BL" column is for blast hit numbers, and 
the “PY"" column is for penetration num- 
bers. All vehicle weapons are considered to 
have unlimited supplies of ammunition ofall 
types available, The first weapon listed on 
the VEHICLE CHARTS for a vehicle is the 
“main gun’? (MGN) to which subsequent in 
formation on the chart refers. In some enses, 
‘where weapons are Very numerous, a nota- 
tion such as "'5x39*"" is used (0 show that 
there are five identical weapons grouped 
together. Any weapon listed with a" ine 
dicates that the weapon can be fired by a 
Crouching crewman (ie. from inside the ve- 
hicle) but must be loaded by « Standing crew: 
‘man (je. one with a open hatch, exposed 
outside the vehicle), 


191.12 VEHICLE WEAPON POSI- 
‘TIONS AND RULES: The letters denoting. 
‘weapon positions correspond to the numbers 
in the Vehicle Weapons. column which 
numes, For example, if 
‘are "9, 1" and the past- 
tions listed are “A, J”, weapon "9°" is in 
position "A" and weapon "1" is in posi= 
tion "J". For multiple Kdentical weapons, a 
notation such ns “"5%A"" is used 10 show 
these mountings. These positions are iden- 
tified as follows: 


A: FORWARD TURRET: A turret 
located near the front or bow of the vehi= 
cle. In the front hex of a large vehicle. 
B: BOW/FIXED FORWARD: A 
‘weapon mounted on the front or bow of 
the vehicle hull. In the front of a large 
vehicle. 

C, D, OR E: FORWARD: A weapon 
mounted in an open mount (C), in a 
cupola or remote mount (D), oF in a 
‘mount protected by a shield (E), located 
near the bow of the vehicle. Inthe front 
hex of a lurye vehicle. 

F OR G: SIDES WITH SHIELD: A 
weapon protected by a shield located 
towards the center of rear on the left () 
or right (G) sides of the vehiele, In the 
rear hex of a large vehicle 

HOR IE: TURRET TOP: A weapon 
mounted in an open mount (H) or in a 
cupola or remote mount (I) on top of « 
turret. On a large vehicle, located in the 
rear hex ifthe vehicle hus « K turret and 
in the front hex if the vehiele has an A 
turret. 
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J: COAXIAL: Mounted beside the main 
un, Must be fired at the same target as 
the main gun (if fired) but can be fired 
at the same time as the main weapon by 
the same crewman (expending two extra 
movement factors). It can also be fired 
separately without the mein gun being 
fired. Inthe same hex as the main gun on 
a large vehicle, 
Ky CENTER/REAR TURRET: A tr- 
ret located near the center oF to the rear 
of the vehicle. Inthe rear hex of a larger 
vehicle 
LORM: REAR: A weapon mounted in 
‘an open mount (L) or in & cupola or re- 
mote mount (M) located near and facing 
the rear ofthe Vehicle. Inthe rear hex of 
a large vehicle 
N: MORTAR: A mortar (weapons 20 
‘and 21) mounted to fire through a vehi- 
cles open top or hatch, In the rear hex 
of a large vehicle. 
FIRING PORTS: IFV vehicles have 
parenthesis following the weapon position 
letters. These denote the presence of "fir 
‘ng ports in the sides and/or rear of these 
vehicles, Firing ports are loopholes in 
Vehicles, They may be used without af- 
fecting a vehicle's NBC special equip- 
ment, An ''X"" in the first position 
denotes firing ports on both sides, and a 
''X"" in the second position denotes fir- 
{ng port tothe rear. For example, "(X, 
indicates a vehicle with side firing 
ports but no rear firing ports. “(X,X)"" 
indicates a vehicle with borh, See Option 
19.3.9 for the use of fring ports. 
NOTE: SHIELDS AND CUPLOAS: A 
Shield has an armor basis of 2". A Shield 
provides cover only in the direction ofits ast 
play und provides "+1" cover to fire from 
that direction in addition to the "+1" cover 
provided by standing in a hatch for a total 
‘of "+2" cover, A Cupola (or remote mount) 
‘weapon offers complete protection in all 
directions and above, equaling the vehicle's 
top armor basis. THE VEHICLE WEAPON, 
POSITION CHARTS on the Gume Card 
shows the information for vehicle weapons 
and firing ports, depending on their posi- 
tions, a8 follows: 


PLAY: This is the possible firing arcs 
into which the weapons may be fired, in 
reference to the VEHICLE WEAPON 
PLAYS Diagram. For example, a 
Bow/Fixed Forward (B) weapon may be 
fired only into firing arc “'1”", or ahead 
‘ofthe vehicle. Weapons with two or more 
possible arcs that are not mounted in a tur- 
ret may be considered to be facing in any 
desired firing are by the controlling player 
when fired. ELEV/DEPR: These are the 
weapon's elevation and depression (see 
Option 19.1.13, below), unless given 
differently for a main gun, 

HEIGHT: This in the height of the 
weapon, unless given differently for a 
main gun. For example, a Bow/Fixed 
Forward (B) position is “Mgn, Ht. ~1", 
or one height less than the height (Ht.) 
of the main gun (Mgn.). Whatever the 
height of the main gun, the B weapon is 


cone height less. A turret top open (H) 
position is “V. Ht. +1", or one height 
‘more than the maximum height of the 
vehicle (V. Ht. 

LGV LOC: Location on a large vehicle. 
Which hex the weapon is in on a large 
vehicle unit, either “Front” or “*Rear™. 
On large Vehicles, range is counted from 
whichever hex contains the weapon ac- 
cording to this cha 

POST: Posture. The posture required by 
‘ crewman to operate a weapon position. 
NOTES: Some “‘L” type weapons are 
noted as firing like tripod machineguns 
or bipod machineguns, See 12.6.1 and 
12.6.2, 


19.1.13 ELEVATION/DEPRESSION: 
‘This column gives the maximum elevation 
and depression (elevation to the left, depres 
sion to the right) of the main gun, Other 
vehicle weapons work according to the same 
rules. Depending on a gun’s elevation or 
depression it may he unable to hit a hex at, 
a different height from the gun's height. 
Using the LINE OF SIGHT CHART, cross- 
grid the line containing the elevation num- 
ber if the target is higher than the gun’s 
height o the line containing the depression 
number ifthe target is fower than the gun's, 
height with the column showing the height 
difference between the gun and the target. 
‘The highest number found is the minimum 
range at which firing is possible, For ex- 
‘ample, a gun with an elevation number of 
"18" is to be fired at a target hex that is 
“11” heights higher than the gun. Cross- 
gridding the "18" line with the “I” 
‘column, the result ‘4-5" is found. The tar- 
get hex must be at least five hexes from the 
Jfiring gun in order to be hit. A depression 
‘of “0” indicates that the gun may not be fired 
at lower targets. 


19,1.14 MGN HEIGHT/LENGTH: This 
column gives the height of the main gun off 
the ground, needed for checking lines of sight 
and elevation and depression, to the left. To 
the right, if an "°X"” appears, the main gun 
hhas a very long barrel. The gun may not be 
faced or turned through a direction where the 
adjacent hex contains terrain higher than the 
‘main gun height (the weapon would hit the 
terrain). If a""—"" appears the gun is short 
and surrounding terrain does not effect its 
facing. 


19.1.15 ENGINE: This gives the number 
fr less that must be rolled to start an engine 
fire (see Option 21.2.1), 


19.1.16 EXITING AND ENTERING 
‘VEHICLES: Passengers that ride on top of 
a vehicle must climb up or down whatever 
the vehicle's height is to get onto the vehi- 
cle (enter) or off of it (exit). Where pas- 
sengers and/or crew ride inside a vehicle, the 
height to be climbed to exit and/or enter to 
or from the top of the vehicle is defined to 
be “I” height, regardless of the vehicle 
height, if hatches (H) are used. If other 
methods of exit or entry are listed, the sol- 


diets can go from ground level to inside the 
vehicle or vice-versa with no extra movement 
factor expenditure. Listed for exiting and en- 
tering vehicles are: 
‘Az All round. May exit or enter to or 
from any direction with no extra move- 
‘ment factor expenditure 
1H: Hatches. May exit or enter only from 
the top of the vehicle—must climb up or 
down one height to exit or enter. 
Riz Rear, May exit or enter only directly 
10 or from the rear of the vehicle with no 
extra movement factor expenditure, 
Sides. May exit or enter only directly 
to or from both sides of the vehicle with 
hho extra movement factor expenditure. 
NOTE: that turret crewmen (Crew Boxes 
7-13) must move to or from the turret top 
to exit or enter, the hex in large vehicles de- 
pending on the turret location, while hull 
‘crewman (Crew Boxes 1-6) move to or from 
the hull top to exit or enter, the hex in large 
vehicles being front for crewmen 1-4 and 
rear for crewmen 5-6, Passengers always exit 
from the rear hex in large vehicles. Soldiers 
may exit or enter any vehicle whose move- 
‘ment factor expenditure during the Impulse 
Phase does nor exceed the soldiers's own 
‘maximum movement factor—do not count 
Combat Action movment factors expended 
by the vehicle towards this total 


191.17 INTRODUCED: The year of in- 
troducton, if after 1965. 


19.1.18 POINTS: The vehicle’s point 
value, nor including crewmen, who are 
separate. Included in this point value are wn- 
limited amounts of ammunition for the 
vehicle's weapons, a radio and phone, and 
control boxes for any missiles carried by the 
vehicle. If there are two point values sepa- 
rated by a slash, they correspond to the 
vehicles separated in the Weapon Name 
column, where the point values are different. 


19.119 NOTES: Notes are used for clarifi- 
cation, information, and special information 
about specific vehicles. The leters appear in 
the charts, with the corresponding notes be~ 
Jow each chart, Most of these notes are ex- 
plained elsewhere, or are self-explanatory, 
but others must be explained here: 
19.1.19.1 ALTERNATES: Many vehicles 
are available with alternate armaments from 
those listed, crew numbers may change, 
<ifferent special equipment may be available, 
and designation for these alternate vehicles 
may be different from that of the ‘‘standard”” 
These are listed along with any changes in 
point values and dates of availability for these 
changes. 

19.1.19.2 COAXIAL MAY ENGAGE, 
SEPARATE HEX: If a note indicates that 
‘the coatial machinegun may engage a 
separate hex from the main gun, the 
machinegun may be fired at target units in 
a different hex (but in the same firing are) 
from the main gun's target hex. 


19.2 VEHICLE ACTIONS—INTER- 
PRETING THE VEHICLE MOVEMENT 
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FACTOR EXPENDITURE CHART: Like 
soldiers, during each Impulse Phase each in- 
volved vehicle may have movement factors, 
expended in performing any desired Actions, 
‘hich may be performed in any desired order 
cr combination. Vehicles have variable max- 
‘imum numbers of movement factors availa- 
ble, as given on the VEHICLE CHARTS. 
‘An’ amphibious vehicle moving through 
‘water hexes still uses its normal movement 
factor, but may expend no more movement 
factors entering water hexes than allowed by 
its amphibious movement factor. Movement 
factors not used to enter water hexes may be 
used for any other Actions. Costs for vehi- 
cle Actions are listed in the appropriate 
columns (depending on the vehicle's traction) 
in the VEHICLE MOVEMENT FACTOR 
EXPENDITURE CHART. The possible Ac- 
tions are discussed below: 

19.2.1 ENTER NEW HEXES: A vehicle 
unit is moved into a new hex from an adja- 
cent hex. Soldiers may be moved through, 
but not other vehicles. Speed is indicated by 
the use or not of a speed unit—speed inere- 
ments ““S", “M", and “F'” are used only 
with vehicles. The movement factor expend- 
inure for entering a new hex depends on the 
terrain in that hex and the vehicle's traction, 
Vehicles may be backed at a doubled move- 
rent factor expenditure (normal expenditure 
if there is a rear driver). No vehicles may 
center ditch, block, bunker, or pillbox hexes. 
19.2.1.1 ENTER A SMOKE HEX: When 
‘asmoke hex is entered, there is an additional 
two movement factor expenditure over the 
normal expenditure for the terrain in the hex. 
19.2.1.2 TERRAIN DESTRUCTION— 
BRIDGE CROSSING: Vehicles are too 
large to occupy a hex that already contains 
a wall, fence, hedge, tower, stump, well, 
tree, roadblock, or wire. Therefore, these 
features must be “toppled” (trees or towers), 
“crushed” (hedge, wire, or double wire), oF 
“‘smashed"” (walls, fences, roadblocks, 
stumps, or wells) when a vehicle enters these 
hexes. Some vehicles are prohibited (“P") 
from entering certain hexes, as noted on the 
VEHICLE MOVEMENT FACTOR EX- 
PENDITURE CHART, and are unable to 
perform some of these Actions. In addition, 
not all bridges are strong enough to support 
all vehicles. 

19.2.1.2.1 TERRAIN DESTRUCTION 
PROCEDURE: Consult the VEHICLE 
TERRAIN DESTRUCTION TABLES on 
the Game Cards. The terrain in the hex is 
automatically destroyed, but the vehicle 
‘might also be damaged. To see if the vehi- 
cle is damaged, crossgrid the largest terrain, 
value in the hex with the vehicle's weight in 
tons to find the “damage number", and roll, 
the die. If the die number rolled equals or 
is less than the damage number, the vehicle's, 
tracks are destroyed (see Option 19.3.8 for 
effects). Also, any vehicle weapon or 
‘weapons that face the hex (position “B™ and. 
“J” weapons if the "B" weapon is the main 
gun and the vehicle is going forward, or all, 
"A", “K'", and **J"* weapons if the turret 
is not facing directly away from the hex 
entered) or are in open or shield mounts and 


are the same or lower height as the terrain 
realso destroyed. Ifthe dic roll exceeds the 
Gamage number, the vehicle suffers no 
damage, 
19.2.1.2.2 BRIDGE CAPACITY AND 
DESTRUCTION: The weight of a vehicle 
crossing a bridge may cause the bridge to 
collapse. To sce if a bridge collapses, con- 
sult the BRIDGE CROSSING TABLES on 
‘he Game Card each time a new bridge hex 
entered. For large vehicles, do this only 
“shen the first hex of the vehicle unit enters 
che bridge hex. Crossgrid the bridge cap 
en in the scenario) with the vehicle's 
sseight in tons to find the ‘damage number”, 
and rol the die, Ifthe damage number or less 
s rolled, the bridge is destroyed and col- 
apses under the vehicle, If damage has 
reduced the bridge’s terrain value, modify 
ne die roll by “—1" for each number of 
duction, The vehicle in the collapsed bridge 
ex automatically has its tracks and any ‘*X"" 
ngth weapons destroyed and “falls” to the 
scight of the hex below. Large vehicles may 
pave one part of the unit down in the col- 
spsed hex and the other part of the unit stil 
1) in another hex. 
19.2.1.2.3 MARKING HEXES: Hexes are 
‘narked the same as if the terrain had been 
cestroyed by firing (see 12.3.4.2). 
19.2.1.2.4 SOLDIERS IN DESTROYED 
OR COLLAPSED HEXES: Opposing sol- 
fiers in a “crushed” hex must be “run 
sown’” (see Option 19.5), if possible. Other- 
they are unhurt. The same applies in 
‘smashed’” or ‘‘toppled"” hex, except 
1 a soldier climbed Up the smashed or top- 
dj terrain is automatically eliminated (see 
12.3.4.2 or, if Wound Options are used, see 
Option 23.1.3). All soldiers in a ‘'smashed” 
Sex, including those riding on top of (but not 
nside) the vehicle, may be hit by flying 
sebris—roll the die once per soldier, with @ 
oll of 2 of less causing a hit from the 
webris, Modify the die number rolled by 
=1" per height of the terrain smashed or 
‘oppled. Survivors must be run down, if pos- 
sible. All soldiers in a bridge hex when it col- 
2apses (including those under the bridge or 
1 or on the vehicle) must be checked for in- 
ury_as if they “jumped” the number of 
azights which the vehicle falls (see Option 
15.1.1), Note that for large vehicles, soldi- 
1s ia half of the vehicle unit that does not 
fall "jump" “O"" heights. An additional 
+5" modifier applies when rolling for 
these ‘jumps 


19.2.2 CROSS HEIGHT HEXSIDES: 
The vehicle is crossed over a hill or depres- 
sion hexside while going up or down, The 
movement factors expended depend on the 
height of the hexside and the traction of the 
ticle, ‘The climb number on the VEHICLE, 
CHARTS tells the maximum number of 
heights in a hexside over which the vehicle 
may be crossed. If the hexside is higher than 
che elim number, the vehicle may not cross 
the hexside or partially climb it. A vehicle 
may be partially climbed up or down a hex- 
side to use it as cover-—movement factor ex 
penditure is the same as ifthe hexside were 
‘ually crossed (see Option 23.5 for cover 


effects). Mark the vehicle with a Up posture. 
unit and a height unit, the same as with a 
climbed soldier, to show its position on the 
hexside. ‘This height is now added to the 
heights for a small vehicle or to the entering 
hhex hull and turret heights (if the turret is in 
the emtering hex) of a large vehicle. Note that 
large vehicles may be located in hexes of 
different heights. 


19.2.3 FIRE WEAPONS OR SMOKE 
DEVICES: 

19.2.3.1 FIRING GUNS AND USING 
SMOKE: A vehicle may have all of its 
‘weapons (except missile weapons) and or 
smoke projectors fired and/or use its smoke 
‘generator during one Impulse, as the crew- 
men allow. Each weapon or smoke device 
‘expends movement factors when fired. The 
movement fuctors expended to fire other 
‘weapons does nor apply when figuring the 
firing unit movement factors expended on the 
MOVEMENT MODIFIERS CHART. ‘The 
same Impulse used for a vehicle may also be 
used for any soldiers riding in or on the ve 
hicle, but still only one soldier may be fired 
in a stack (exception: see Option 19.3.9), 
19.2.3.2 FIRING MISSILES: Firing one 
for miore missile vehicle weapon (vehicle 
‘weapons 36, 38, 39, 40, 42, and 43) requires 
expending all movement factors. No turning, 
and/or entering new hexes are possible by 
a vehicle during an Impulse when one or 
‘more missiles are fired. One missile per 
‘operating gunner/loader (each of which hus 
4 control box) may be fired per vehicle per 
Impulse. Ifa separation is allowed, a soldier 
may take (or start with) a control box off of 
a vehicle and control a missile from another 
hex. 


19.2.4 TURN VEHICLE 1 HEXSIDE IN 
AHEX: A vehicle’s facing is changed one 
hexside. Large vehicles (LGV) occupy two 
hexes, and a one hexside turn is performed 
by turning the vehicle's front hex while 
pivoting its rear hex into a new hex, as shown 
below: THE REAR SWINGS INTO A NEW 
HEX AS THE VEHICLE TURNS 60 
DEGRE! 


Rear hexes may be pivoted into hexes that 
the vehicle could normally be moved into or 
into hexes that the vehicle can “crush”, but 
may not be pivoted into hexes prohibited to 
the vehicle, hexes that must be “‘toppled”” 
or “‘sinashed", or hexes across a height hex- 
side that the vehicle could not normally cross 
(cither the hexside the rear of the vehicle is 
‘moved through and/or the hexside common 
to the two halves of the vehicle unit). For 
large vehicles, add the movement factors ex- 
pended to cross a height hexside and/or to 
enter the new rear hex to the turning ex- 
penditure. 

19.2,5 TURN TURRET: The turret’s fac 
ing is changed, at a movement factor expend- 
jure of one per hexside tured. The 
‘maximum number of turret tums allowed per 
Impulse is found on the VEHICLE 
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CHARTS. Refuce the turret unit to show the 
change. 


19.2.6 PLOT LOADING, WRITTEN 
COMBAT ORDERS, SIGHTING AT- 
TEMPT, REMOTE OBSERVATION, 
SURRENDER CALL: These work the 
‘same as for soldiers, only vehicle movement 
factors are expended for each, However, a 
specific crewman must be designated to per- 
form any of these Actions, and once so desig 
nated may not be used for other functions of 
their position. For example, if crew 1 is used 
for one or more sighting attempts, the same 
soldier may not also function as driver or 
‘operate the bow weapon. 


19.2.7 ACTION NOTES: Below the 
VEHICLE MOVEMENT FACTOR EX- 
PENDITURE CHART are short explana- 
tions of the lettered notes that appear in the 
chart, These are further explained below: 
19.2.7.1 DOUBLE IF BACKING (a): 
‘The movement facior expenditure is twice 
normal if backing. This does not apply to 
vehicles with a rear driver. 
19.2.7.2 SNOW, SAND, OR MUD (b, 
¢, d, OR e): Ifthe weather conditions are 
snow or mud, oF if the hex is soft, the 
extra movement factors must be expended 
for Actions where the letters appear. 
19.2.7.3 DOUBLE FOR DOUBLE 
WIRE (1): The movement factor expend- 
iture is twice that given if a double wire 
hex is entered, 
19.2.7.4 PROHIBITED (g OR h): Cer- 
tain hexes may not be entered by open- 
topped or wheeled vehicles. 
19.2.7.5 EXPENDITURE FOR 8 
‘TERRAIN VALUES (1): If the terrain 
Value ofthe largest value terrain inthe hex 
is "8" or less, the given movement fic- 
tor expenditure is used. If the terrain 
value exceeds ‘'8", the movement factor 
expenditure o enter the hex increases by 
“1” for each value over "8". 
19.2.7.6 LGV TURNS ()): Large vehi- 
‘les that are turned also must have move- 
ment factors expended for the rear hex of 
the vehicle to enter a new hex (see Option 
19.2.4). 
19.2.7.7 STATUS UNIT (W): The Ac- 
tion may not be performed by a soldier 
marked with a status unit, 
19.2.7.8 NOT CROSS CAVE HEX- 
SIDE (mn): A height hexside may not be 
crossed by a vehicle unit if either hex 
Which the hexside forms a part of sa cave 
hex, 


3 FIRING AT AND FROM VEHI- 
JES: Vehicles have different locations that 
can be destroyed by hits, depending on the 
type of weapon fired and where the hit 


19.3.1 HIT LOCATIONS WITHIN A 
VEHICLE HEX: As in 12.7, consideration 
rust be made of exactly wher: in an impact 
hex a “G" (or “H” used as a “G") projec- 
tile hits when it lands in a vehicle's hex. 
Combinations are possible. For example, a 
"Gi" hit in an open-topped vehicle's hex re- 


‘quires a roll to determine ifthe vehicle is hi, 
which if it is, must be followed by a roll 10 
See whether the top armor or the open top 
is his, These considerations are summarized 
‘on the HIT LOCATION TABLES, and de~ 
tailed below: 

19.3.1.1 VEHICLE/HEX; In a hex con- 
twining a vehicle, itis necessary to determine 
if_a “G" hit is on the vehicle or in the hex. 

‘The chances vary if a large or small vehicle 
is in the hex. "“F"" and “"W"" hits automati- 
cally are considered to hit both the vehicle 
and the hex, at all points, 

19.3.1.1.1 SIDE OF HEX HIT: If the hex 
is hit, another roll is required to determine 
the side of the hex hit, This hit could still 
penetrate if the_ ‘number equals or 
‘exceeds the vehicle’s armor basis number on 
the side of the hex hit. 
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19.3.1.1.2 VEHICLE HIT: If the vehicle 
thas two heights, another roll may be neces- 
sary (if it makes uny difference) to determine 
if hull (or part of hull) or turret is hit. For 
‘a small vehicle, this gives “three sides" — 
the front hull, the turret, and the rear hull 
The firing player designates which is, 
represented by which side, then rolls the dic. 
For a large vehicle, the procedure is simi- 
Jar, but the hit is already in either the front 
‘or rear hex, so this gives only ‘‘one side" 
(no roll required) or “two sides'’—the hull, 
(front or rear depending on the hex hit) and, 
the turret (if in that hex), The firing player 
designates which is represented by which 
side, then rolls the die. 

19.3.1.2 OPEN HATCH OR OPEN TOP: 
If an open-topped vehicle or one with one or 
more open hatches (see Option 19.4.2) takes 
a"G" hitoran “A”, “H", or “L" hit that, 
‘counts against the top armor basis, it may be 
necessary to determine if the hit is through 
the opening or hits the top armor (may mi 
no difference if urmor busis can be penetrated 
anyhow). 

19,3,1.2.1 OPEN TOP: Open topped ve- 
hicles always have their open top in the rear 
hull (also Where the passengers are carried 
inside the vehicle), 50 the rear hull on these 
‘must be hit for a chance of passing through 
the opening. If the proper vehicle location 
is hit, the die is rolled again, the chances 
‘varying with the open top letter (A or B) on 
the VEHICLE CHARTS, 

19.3.1.2.2 OPEN HATCH: Crew mem 
bers 7-15 have hatches located in the turret. 
Al other crew members have their hatches 
Jocated in the hull—front hull for crewmen 
1-4 and rear hull for crewmen 5-6 on large 
vehicles. If a vehicle location with one oF 
‘more open hatches is hit, the die is rolled 
again, with a roll of *1"" required to pass 
through the hatch. 

19.3.1.3 MODIFIERS: For passing 
through the opening a die roll modifier of 


ne 1 


applies if the range is one hex, **—2 
if the range is two hexes, and ‘*—1"" if the 
range is three hexes, applying where shown, 
on the HIT LOCATION TABLES. As in 
12.7.5, these modifiers may be changed to 
““4.", if desired by the firing player. Also, 
if the firing unit is in the same hex (as when 
dropping « hand grenade or firing "L"” 
‘weapons through an open hatch), the desired 
target location is automaticaly hit. 


19.3.2 INSIDE VEHICLE BLASTS: If a 
‘weapon's penetration mumber equals or 
exceeds the vehicle's armor basis number 
(except for track hits—a penetrating track hit, 
‘does riot penetrate the vehicle)from the direc~ 
tion of the the shell goes through an 
‘open top or hatch, the blast occurs inside the 
vehicle, The blast hit number is rolled one 
‘each for each vehicle weapon or the smoke 
‘projectors (one roll for all of them), and once, 
each for the engine , stabilizer, radio, and 
gun sights (this includes laser, infrared, and 
passive nightsight special equipment—one 
roll for all of them), A penetrated vehicle 
‘automatically loses its NBC protection, 
Soldiers not hit are Stunned, but other loca- 
tions not hit are unharmed. Far example, an 
"A" weapon with a penetration number of 
“6° and a blast hit number of *4" hits andl 
penetrates the front armor of a BMPI (armor 
basis of 3"), Since the blast hit number is 
4" a roll of "4" or less will hit, The die 
is rolled once for each of its nwo crewmen, 
‘once each for every passenger, once for each 
weapon (weapons 15, 36, and 1) once for the 
‘engine, once for the radio, and once for its 
Lnprared equipment Soldiers on the vehicle 
or in the hex are not checked unless the 
armor basis in their direction is 
“0""—otherwise a blast is confined inside the 
vehicle, 


19.3.3 ON VEHI 
vehicle is hit by a + SH" (used 
as “G"), or ““W" weapon, but the penetra 
tion number is not enough to penetrate the 
vehicle's top urmor basis, the blast occurs 
‘on top of the vehicle (height depends on 
‘where hit—hull or turret) The blast hit num= 
ber is rolled once for each possible hit, Roll 
the die once for each soldier on (but not com- 
pletely inside the vehicle—this could include 
Standing crew or pussengers) the vehicle, 
‘crewmen with open hatches, or soldiers in 
the hex, the radio, and gunsights (this in- 
cludes laser, infrared, and passive equip. 
‘ment—one roll for all), For ““F"” and “W"" 
hits only, check the engine using the ““F"* 
‘or “W"? weapon's penetration number as its 
blast hit number for this one check. Soldi- 
ers not hit are Stunned, but other locations 
‘hot hit are unharmed. Blast zone hexes 
sround the impact hex are resolved normally. 


IN VEHICLE HEX BLASTS: 
“4G, “H (used as ““G"), or “W"* 
‘weapon hits in a vehicle hex, but its penetra- 
tion number is not enough to penetrate the 
vehicle's armor basis where hit (see ARMOR 
BASIS DIAGRAMS on the Game Cards), 
the blast occurs in the side of the hex hit. This 
is resolved the same as with an On Vehi 
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Blast except note that soldiers on the far side 
of the vehicle may be blocked, und the radio 
and gunsights are not checked. A blast hit 
is rolled for the track if the penetration num: 
ber equals or exceeds the track armor basi 
number. Note that for “F' or “W" 
‘weapons, which hit both the vehicle and the 
hex, each individual soldier or vehicle loca- 
tion is rolled for only once, but with the most 
favorable modifiers. NOTE: 19.3.2, 19.3.3, 
and 19.3.4 are summarized in the BLAST 
EFFECTS ON VEHICLES CHART on the 
Game Card, 


19.3.5 A", SH” AND “L” WEAP- 
ONS—FIRE AT SPECIFIC LOCATION: 
SL" weapons have no blast hit number, but 
an still destroy different vehicle locations 
if these are hit and the "“L" weapon's, 
penetration number equals or exceeds the ar- 
‘mor basis: number, 

19,3.5.1 FIRE AT SOLDIERS (‘‘L") 
Soldiers inside « vehicle, even with "0" 
armor basis, or inside @ vehicle that the 
‘weapon's penetration number equals or ex- 
‘eceds may be fired at normally by “L' 
‘weapons, although the targets are considered 
to be concealed, so a “*+1"* modifier to the 
number rolled applies. ‘This. concealment 
does not apply when firing through an open 
{op or open hatch, or at a Standing crewman 
‘or passenger inside the vehicle (these have 
a cover modifier, but no concealment), 
19,3.5.2 FIRE AT TRACKS (“‘AHIL' 


Tracks can be damaged or destroyed if hit 
and the penetration number equals or exceeds 
the track armor basis number. To fire spe- 
cifically at a vehicle's trucks, this must be 
announced before the die is rolled and a 
modifier of *'++3"" applies to the number 
wold. A" 


“"H (used as armor piercing) 
pons may be fired at tracks, 
19,3.5.3 FIRE AT ENGINE (\#1.): 
‘pines can be destroyed if hit, “L"" weupons 
may be fired specifically at a vehicle's en- 
gine if the penetration equals or exceeds the 
‘armor basis number in the firing direction, 
‘The target must be announced before the dic 
is rolled and a modifier of "+3"" applies to 
the number rolled, 


19.3.6 SIDE SHOT AT MOVING VEHI- 
CLE: Fast moving vehicles moving across, 
Aline of fire are notoriously difficult targets, 
at short ranges. If the target is marked as 
‘moving seven or more hexes (speed inere- 
ments “8”, “M", or “R"), and the fire 
enters its hex from a “FS"” or “RS” direc- 
tion, usc one line lower on the MOVEMENT. 
MODIFIERS CHART when firing “A”, 
“H" or “L weapons. 


19.3.7 RECORDING VEHICLE HIT! 
Eliminated soldiers are removed from play. 
Other hits should be recorded on paper. 


19.3.8 EFFECTS OF VEHICLE HITS: 
‘CREW: Eliminated crewmen leave their 
Grew Box on a vehicle empty. These 
crewmen may be replaced only by other 
soldiers with the correct skills if Option 
2.1.11 is used. 

WEAPONS OR SMOKE PROJEC- 


‘TORS: Hit vehicle weapons or smoke 
projectors may no longer be fired. 
ENGINES: A hit engine means that the 
vehicle may no longer be turned in place 
or moved into new hexes or up height 
nexsides. A smoke generator may not be 
used with a hit engine. The: maximu 
‘number of movement factors allowed for 
the vehicle is reduced to "4", A de- 
soe engine may etch fire (se Option 
21.2.1), 

RADIO: A hit radio means no redio 


GUN STABILIZERS: A hit stabilizer 
eliminates its effect (see Option 19.1.8). 
GUNSIGHTS: This includes. special 
equipment “(infrared nightsight), 
(laser), and ““P"* (passive nightsight). A. 
sunsight hit ends their effects and aiso 
adds a ‘+42! modifier for firing the 
maingun, 

NBC: The NBC protection of the vehi- 
cle is lost (see Option 27), 
TRACKS: For “W" and ‘*MW" vehi- 
cles, a penetrating track hit reduces the 
Vehicle movement fuctors. by one-half 
round fractions down) for turning in 
place or entering new hexes, although 
there 4s no reduction for tse in perform 
ing other Actions. A second penetrating 
track hit on ““W" or "WM" vehicles de- 
suroys the track. One penetrating track hit 
nT" vehicles. destroys the track. 
Vehicles with destroyed tacks may no 
longer be turned in place or moved into 
ew hexes or up height hexsides, but 
~herwise have thelr full number of move- 
nent factors available for other Actions. 

NOTE: If engine und/or trucks are d 
yed, immediately remove any speed unit 

sth the Vehicle, Tthas *'stopped"", If tracks 

amaged, reducing speed oles than that 
i tink ch 


che current speed unit, change the speed 
ito show the current maximum allowable 
peed unit, 


19.3.9 SOLDIERS FIRING OUT OF 
VEHICLES: Soldiers riding on vehicles and 
‘ig major personal Weapons or equipment 
+ opposed to firing the vehicle's weapons, 
<n crew positions) are still restricted to fir= 
ve only one weapon per hex (see 6,31). 
Soldiers riding inside a vehicle without fir- 
Ports must be Standing to fire, unless fir- 
fg ata soldier on top of the vehicle through 
‘opening (if any) or through open hatches. 
vehicles that do have firing ports, one 


1g only one Impulse. This i 
the rule allowing firing by only one soldier 

hex. Only **L" weapons may be fired 
rough firing ports. Treat firing ports as 
~opholes for all purposes. 


19.4 SHIFTING CREW POSITIONS— 
CREW POSTURES—OPENING AND 
CLOSING HATCHES: Although crewmen 
ove along with their vehicle, they may also 
< performing some independent Actions. 
19.4.1 SHIFTING CREWMEN: A soldier 
> one Crew Box may be “shifted” to 
soother of the vehicle’s Crew Boxes. Sim- 


ply move the soldier into the new Crew Box, 
‘This shift expends no vehicle movement 
factors, but does prevent the crewman from 
performing any other Actions in either Crew 
Box during that Impulse, Posture may be 
changed as part of a shift 
19.4.2 VEHICLE CREW POSTURES: 
Instead of using posture units, the postures 
of vehicle crewmen are shown by their fac- 
ing on the Vehicle Layouts as shown on the 
POSTURE DIAGRAM on the Holding Box 
Cards. Crew postures determine if their 
hatches are open or closed. A vehicle with 
all hatches closed is “*buttoned” or “*but- 
toned up", which affects observation (see 
Option 18.2), Changing posture is performed 
the sume ax shifting crew positions, and both 
‘may be done together at the same time, 
PRONE: Crewmen will not normally be 
bbut may be forced into this posture 
if Stunned, Prone crewmen may not be 
‘used to perform any vehicle Actions. 
CROUCH: Ina vehicle, this represents 
and is the usual posture, Heads 
ae lower than the vehicle sides and/or the 
‘rewman’s hatch is automaricalty closed, 
Crouching crewmen may be used to per 
formall vehicle Actions except firing C, 
B, F, G, H, or L. weapon positions, 
STAND: In a vehicle, this represents the 
head and body appearing over the sides, 
of the vehicle and/or having that crew= 
‘man's hatch open (either the vehicle is, 
‘open topped or there isa "*hatch'” that ean 
bbe opened), Crewmen must be Standing, 
to load and fire C, B, F, G, Hy or L. 
‘weapon positions. Standing erewmen may 
not be used to load oF fire other weapon 
positions or smoke projectors, although 
they may be used to perform all other 
le Actions, A Standing crewman has 
height of cover (if the armor basis 
cannot be penetrated, otherwise, only 
concealment) for the ustal '*+1" die roll 
modifier. A Standing crewman is *1"" 
height higher than the hull or turret (de 
pending on position), and can be used for 
“normal” sighting (see Option 18.2.2), 
NOTE: Opening and closing hatches ex: 
pends no movement factors— it is an auto- 
‘matic result of a crewman’s posture. If a 
‘crewman is hit, or Stunned and forced Prone, 
the hatch remains us it was when the erew- 
‘man was present, and may not be changed. 
until recovery or another soldier is shifted 
to the Crew Box (place a posture unit in the 
Crew Box to show hatch as Closed = closed, 
Crouch = open when not revealed by erew~ 
‘man’s posture). 

3 BREAKING OPEN HATCHES: 
performed and resolved like an st- 
tempt to break open a door or window (see 
11.1,10), A breaking attempt may be made 
bby an opposing soldier located on top of the 
vehicle, and a roll of "4" or less succeeds. 
‘Once broken open, w hatch remains open for 
the remainder of the game (note, if 
necessary), 


ah 


19.5 VEHICLE RUN DOWN SOLDER: 
‘A vehicle that is moved into a hex contain- 
ing opposing soldiers may be used to attempt 
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to “*run them down”. To do so, a moving. 
Vehicle must enter at least enough new hexes 
to be in at least speed increment ‘'S"" dur- 
ing the Impulse (some or all of these hexes 
may be entered after the run down attempt. 
‘To avoid the vehicle, the die is rolled once 
for each opposing soldier in a hex or hexes 
entered by the vehicle—if **5"" or less is 
rolled (or the soldier's reflex number oF 
less— see Option 22.1.6) the vehicle 
““misses"”. Ifnot, the soldier is eliminated. 
‘The player controlling a “'missed”” soldier 
decides which side of the vehicle is the 
soldier's location after the “miss” (mark 
with a direction u 


20, REMOTE OBSERVATION AND 
COMMUNICATION 


20.1 REMOTE OBSERVATION— 
INDIRECT FIRE CAPABILITY: The 
notes on the WEAPON CHARTS indicate 
which weapons have an “indirect fire 
capability" —only these. may be used with 
“remote observation””—i.e,, with mortars. 
20.1.1 OBSERVERS: For remote observ 
tion, a soldier who is not part of the mortar 
crew is used (0 “observe” for the mortars 
firing. The mortar may be placed 0 as 0 
havo a blocked line of sight t the target hex, 
‘The soldier used as an “observer” must be 
«five hex, unblocked line of sight 
range of the mortar for voice communica- 
tions, or both soldier und mortar crew must 
have and be able to use radios or (with a 
‘mortar carrier vehicle) phones. 
20.1.2 REMOTE OBSERVATION 
ORDERS: Remote observation Is a writen, 
order—the notation indicates the observer's 
umber, the order, and the target hex (i.e. 
-Observe-1A8"), Initially, an observa- 
tion order must be writen during an Impulse 
Phase. The observation order must then be 
repeated and the mortar fired at the plotted 
turget hex during the next Impulse Phase for 
their side, using separate Impulses for the 
‘mortar and observer, ifthe observer has not 
been eliminated or marked with « status unit 
and the observation order cannot be main= 
tained (soldiers marked with a status unit may 
not be used to perform remote observation). 
‘The modifiers that apply to this fire are 
figured from the remote observer's loca 
not the mortar’s location. Shifting fire to a 
now hex using a remote observer causes 
another Impulse Phase delay to write another 
il observation order, but, if the same hex 
is fired at repeatedly (see Option 16.7) for 
udjusted fire, the remote observer's plotted 
location can be used for this firing with no 
delays, as long as the observer is not elimi- 
nated or marked with a status unit. 
20,2 RADIO. COMMUNICATION: A. 
pair of radios can be used for remote obser- 
vation, sharing sighting information, or for 
sending messages from player to player in 
multi-player gumes (see Options 17.2, 
Tid wad iS) A Sui of ads rre 
«clear line of sight between them in order 
to be used. On vehicles, the radio may be 
operated by any crewman, Radios have an 
‘unlimited range and radio communication ex- 


pends no movement factors. 
20.3 PHONE COMMUNICATIONS: A 
vehicle with a phone (these are carried out 
side the vehicle) may be in voice communi- 
cation with any soldiers riding on the vehicle 
and/or sharing a vehicle hex, even if the 
vehicle is totally “buttoned”’.” Phone com- 
munications expend no movement factors. 


21. FIRES 


Buildings, terrain, and vehicles may catch 
‘re’, und, once “burning” may spread 
to other hexes. 


21.1 TERRAIN FIRES: As long as the 
‘scenario indicates that Fires are ‘‘Normal”” 
(ee scenario Special Rules), fires may be 
started and burn in hexes containing trees, 
stumps, scrub, hedges, wooden, bamboo or 
brush walls, fences, or bridges, roadblocks, 
rubble, and/or towers. If the scenario indi- 
cates “Dry” conditions, clear hexes may 
also have Fires. If "Wet" conditions are in- 
dicated, no terrain will burn due to “G"* (or 
“HL” used as “G”) weapon blasts, only de 
to “F" or “W" blasts, 

21,1.1 STARTING TERRAIN FIRES: 
a hex is the impact hex for a “G” (or “*H’ 
used as “"G"") weapon or the impact hex or 
blast zone hex for a “F’” or “"W"" weapon, 
there is a chance that a Fire will startin the 
hex. Roll the die again for each hex where 
a Fire may start. Ifa * 

for a “G"* weapon (except 
ditions), or a "4" or less for 


tion is used, “F" and ""W"" weapons do not 
damage or destroy terrain by reducing its ter- 
rain value, they may only hit and/or Stun 
soldiers and/or start Fires in hexes. 

21.1.2 MARKING TERRAIN FIRES: 
Mark Fire hexes with flame units to show 
that the hex is burning and creating smoke 
from the Fire, Once started, a Fire burns for 
the rest of the rest of the game. 

21.1.3 SPREADING TERRAIN FIRES: 
At the start of each Turn, during the Fire 
Phase, any player may roll the die once per 
Fire hex to see if the fire in a hex will spread 
If "7" or more is rolled, the fire does not, 
spread. If ‘1-6"" is rolled, the number rolled 
indicates the direction (referring to the direc- 
tional hex) that the fire will spread into an 
adjacent hex ifthat hex contains terrain that 
can burn, Mark any new fire hexes with fire 
units when a Fire spreads. 

21.1.4 SPREADING FIRE HEIGHTS: 
‘When a fire first starts in @ hex, consider it 
10 be present up ta three heights up and three 
hexes down from where it started. After that 
it will automatically be considered to spread 
another three heights up and down during 
‘every subsequent Fire Phase. Thus, a Fire 
would spread up a tree or building at « rate 
of three heights every Turn—obviously, if 
the terrain does not contain the heights, there 
will be no vertical spread of a fire within a 
hex. 

21.2 VEHICLE FIRES: Vehicles. may 
bur regardless of the scenario weather. 
21.2.1 STARTING VEHICLE FIRES: If 


any vehicle gun capable of using “A", “G", 
and/or ““H"* ammunition or the engine is hit, 
roll the die again to see ifa Fire starts in the 
vehicle (once per hit). To start a fire a roll, 
of 3" or less for a gun hit or the engine 
number (see Engine column on VEHICLE, 
CHARTS) or less for an engine hit indicates, 
8 Fire is started inside (effects only soldiers 
inside the vehicle) that vehicle (both hexes 
ifwlurge vehicle). Vehicles do not automat- 
ically eatch on fire i hit by a “E" or “W" 
weapon or if located in a Fire hex. 

21.2.2 MARKING VEHICLE FIRES: 
Vehicle Fires should be noted on puper. 
21,2,3 SPREADING VEHICLE FIRES: 
During the Fire Phase after a vehicle Fire 
starts, the Fire will automatically spread 
from inside the vehicle to the exterior of the 
vehicle. During the next fire Phase after that, 
the Fire will automatically spread to the hex 
or hexes containing the vehicle, ifthe hexes 
contain terrain that can burn. At this time, 
the hex can be normally marked as burning 
terrain. Normal spread of a Terrain Fire fole 
lows on later Fire Phases. 


21.3 FIRE EFFECTS: Any Fire hex is also 
‘1 smoke hex, with the normal smoke hex 
rules (smoke is "5" heights, ‘*+3" firing. 
modifier). Note that a Fire started by a *W"* 
weapon causes “+3” smoke. Any soldiers 
or vehicles in a Fire hex are handled as if 
in the impact hex of an ‘*E"’ weapon with 
‘blast hit number of *“6"" and a penetration 
of “1”, except that, if missed, they are not 
‘Stunned, This is checked every time @ unit 
starts or stays in, enters, or passes through 
a burning hex during every Impulse Phase 
of their side, 

NOTE: Fire rules are summarized on the 
FIRE CHART on the Game Card. 


22, INDIVIDUAL PERSONAL 
(CHARACTERISTICS 


‘The rules covered so far have concentrated 
on the quality ofthe equipment. The person- 
nel using the equipment could be as or more 
important than the quality ofthe equipment. 
‘A key clement in military command at the 
level covered in the game is knowing the 
soldiers and their abilities, and placing them 
in positions to make the best use oftheir in- 
dividual capabilities, 


22.1 DETERMINING PERSONAL, 
CHARACTERISTICS—RULES FOR 
USE: Personal characteristics are determined 
before a game starts by rolling the die and 
referring to the CHARACTERISTICS 
TABLE on the Game Card. These charac~ 
teristies are recorded on a copy of the 
CHARACTER SHEET (see the back of one of 
the Holding Box Cards—players have permis- 
sion to copy the CHARACTER SHEET for 
their own use). In addition to recording personal 
characteristics, the CHARACTER SHEET can, 
‘be used as an organization list by writing equip- 
‘ment and. ammunition notations in the Inst 
column. The die is rolled once for each of the 


different personal characteristics for euch 
soldier used, and erossgridded on the appropr 
ate column of the CHARACTERISTIC 
TABLE on the Game Card, Enter the results 
in the columns of the CHARACTER SHEET 
‘copies. One copy is usually sufficient for one 
‘squad, although larger squads may require two 
‘copies cach, Regardless of modifiers, no modi: 
fied die roll can be considered to be less than 
or more than ‘“10."" Using a pencil, 
CHARACTER SHEET copies should be filled 
cout as follows: 


22.1.1 NAME AND NUMBER: If desired, 
Ideas for 
‘names of the appropriate nationalities can be 
‘obiained from movies or books, oF by thumb= 
ing through a phone book. List these names, 
‘one per line, for every squad member, 


Roll the die once per 
soldier, filling in the resulting numbers in the 
Speed Column. The resulting number is the 
maximum movement factors available for 
that soldier. Note that it is possible to have 
“‘slow" soldiers with only three movement, 
factors, and also “fast” soldiers with five 
movement factors—leaders do not automat- 
ically get five movement factors when this 
Option is used. Any soldier with five move- 
ment factors may enter no more than four 
new hexes per Impulse. 


22.1.3 STRENGTH: Roll the die once per 
soldier, filling in the resulting letters in the 
Strength Column. 

22.131 WEAK SOLDIERS (W): If the 
result is ““W"", the soldier is “weak”. For 
“‘weak"” soldiers, a die roll modifier of 
“41/1” applies for attcking/defending in 
melee, “+1” for attempts to break down 
doors, windows, or hatches, and hand 
‘grenades are fired one hex less than normal 
for all postures. 

2.1.3.2 NORMAL SOLDIERS (N): 
a “'N’ result, the soldier is “normal” 
strength, and no new modifiers apply. 
22,1.3.3 STRONG SOLDIERS (S): For a 
result ofS", the soldier is “strong”. For 
“strong” soldiers, a die roll modifier of 
“= 1/-+1"" applies for attucking/defending in 
melee, **—1" for attempts to break down 
doors, windows, or hatches, and hand 
grenades may be fired one hex more than 
‘normal in all postures. 


4 VERY STRONG SOLDIERS 
ithe result is *V", the soldier is “very 
strong”. All “strong’* modifiers apply, 
except that a hand grenade can be fired two 
hhexes more than normal in all postures. For 
both ‘'strong” and “very strong” soldiers, 
use the hit number for the grenade’s normal 
‘maximum range when the range exceeds this. 
For melee, if more than one soldier of a side 
is ina melee, the modifier to be used is based. 
fon the strongest soldier in the hex for that 
side. 


22. 


22.1.4 CONSTITUTION: Roll the die 
‘once per soldier, filling in the resulting 


san Numerals in the Constitution 
clumn, The die number rolled 
=: +1" ifthe soldier's strength is 

The consittution ean change wound 
4 impact effects us shown on the WOUND 
TABLES—use when the soldier is hit, as ex- 
sisined in Option 23.1, but check the a 
S-opriate column headed by the soldier's 
Soman Numeral instead of always using 
Solumn I 


1,3 EYESIGHT: Roll the die once per 

| Sider, filling inthe resulting numbers in the 

sight Column, The number resulting is 

roll modifier ('“0"" means no modifier) 

ced when that soldier makes sighting at- 
empts (see Option 18.2.2) 


1,6 REFLEXES: Roll the die once per 
ide, filling in the resulting numbers in the 
=eylex Column. The resulting number isthe 
sier's “reflex number". If this Option is 
| sci, the reflex number is used instead of 
©" (see Option 19.5) in attempts to avoid 
cle run downs. Also, a reflex number of 
‘cast “6” is required to climb trees, and 
<flex number of atleast "°8"" is required 
imp building walls or height ‘3"” or 
fences. A soldier with a reflex num- 
of at least “8” may return throw a fuse 
sod grenade (see Option 16.1) if “3” or 
is rolled. 


22.1.7 DRIVING: Roll the die once per 
_—-Sisier, filling in the resulting letters in the 
~ Saving Column. The die number rolled is 
“odified by ‘*—2"" for a soldier from a de- 
-loped nation, or by **-+1" for a soldier 
oan undeveloped nation (most countries 
+ Jocated in North America or Europe). If 
=< result is “T", the soldier may be used 
the driver for any vehicle. If the result is 
SOW", the soldier may be used as the 
| =vwer ‘for any vehicle except “T"" 
: cked”) vehicles, If the result is “W"", 
soldier may be used as the driver for 
W"" (“wheeled”) vehicles only. If the 
ult is “No”, the soldier may not be used 
= a driver. For squads that include attached 
2hicles, if not enough soldiers are rolled to 
wwe the attached vehicles, any soldiers may 
their letters changed to provide one 
enver with minimum skill required to drive 
ich vehicle. Driving skill includes the 
ty to operate smoke generators. 


22.1.8 SWIMMING: Poll the die once per 
“die, filling in the resulting answers in the 
Swimming Column, the die number rolled 
modified by **—2"” ifthe soldiers are part 
2 Marine and/or Commande or other spe- 
al forces squad, Ifthe result is "Yes", the 
dier may be used to perform swimming 
actions, if “No”, the soldier may not be 
sed t0 perform swimming Actions. 


- 


22.1.9 EXPERIENCE: Roll the die once 
e+ soldier, filling in the resulting numbers 
the Experience column. These “‘ex- 
rience numbers” influence the Motivation, 
-\ Skill rolls, but have no other function 
the game. 


Bee YR eae ae 
idier, filling in the resulting numbers 
In the Motivation Column, The die number 
rolled is modified by “*—1"" if the soldier's, 
experience number is “1"" or "2", and by 
“41 ifthe soldier’s experience number is, 
“+8, #9", or 10". This “motivation num- 
ber" is used to determine ifa soldier will do 
‘what the player wants. When a player wishes 
to use un Impulse with a soldier, an an- 
‘nouncement to this effect must be made, then 
a die roll made. If the die number rolled is, 
the motivation number or less of the soldier 
in the hex with the fargest motivation num= 
ber, all soldiers in that hex may be used nor- 
‘mally for that Impulse. Ifthe die roll exceeds, 
the motivation number, none of the soldiers, 
in that hex may be used to perform Actions 
dduring that Impulse Phase, and the Impulse 
is wasted. The motivation number is also 
used for recovering from wounds (see Option, 
23.1.5). 


22.1.1 SKILL: These columns show a 
soldier's skill and familiarity with various 
‘weapons. The eight columns are each used 
for a different weapon type or equipment 
type, and each requires a separate die roll. 
‘The number of columns a soldier may use 
depends on the soldier's experience 
number—see modifier e. in the CHARAC- 
‘TERISTICS TABLE, For example, a soldier 
with an experience number of '3"” could use 
Jive columns. 

22.1.11.1 WEAPON AND EQUIPMENT 
LISTINGS: Each column has a horizontal 
Line dividing it into two sections, In the top 
section write the weapon or equipment iden- 
tification that the column represents for the 
soldier—these may be any types, including 
enemy weapons although most should be for 
‘weapons used by the soldier's country, and 
may be different for each soldier. These 
should be written before the die is rolled. The 
‘weapons or equipment listed are the only 
‘ones that soldier may be used to operate, For 
vehicie and weapon unit crewmen, be sure 
that the soldier has the skills to operate these 
‘weapons by being sure to list them. 
22.1.11.1.1 NATIONAL WEAPONS 
AND EQUIPMENT: A listed weapon nor- 
‘mally covers an entire type of weapon or 
‘equipment used by one nation. For example, 
listing “RFL." for an American soldier would 
include all American rifle types (RFL6, 
RFL8, RFLIO, RFLI3, RFLI4, and RFLI9) 
listed in the National Equipment List for the 


United States. Listing “ERFL” (the “E"* 
stands for “‘enemy") would include all 
‘enemy (whoever the enemy happens to be) 
rifle types, Skill with a missile also indicates 
skill with its control box. Anyone may use 
body armor, any hand grenades, phones, 
NBC suits, or anything that may come wi 
1 weapon that has been listed (bipods, rifle 
grenade launchers, nighisights, scopes, 
and/or bayonets)—no extra columns are 
needed. Use the standard abbreviations for 
weapons and equipment. 
22.1,11.1.2 VEHICLE WEAPONS AND 
EQUIPMENT: List “MGN’ (for ‘main 
gun") to indicate that a soldier may be used. 
to operate any vehicle weapons and smoke 
Projectors. 
22,1.11.13 TECHNICAL: List “TCH” 
(for “technical” to indicate that a soldier 
may be used to operate mines, demolition 
charges, and radios. 
22,1.11.2 FINDING SKILL NUMBERS: 
For most columns, roll the die once per 
soldier per column, filling in the resulting 
‘numbers as they are rolled. For each roll, the 
die number is modified by “*—1" if the 
soldier's experience number is 1, 2, or 3, by 
“<4+1" ifthe soldier's experience is “9” or 
above, by “+1 if the weapon type is one 
used by the soldier's own country, and/or by 
the weapon is an enemy weapon 
type. For ""TCH"" no die roll is necessary, 
simply list a ““O", The results are firing, 
‘modifiers when a type of weapon is fired by 
a soldier. 


22,1.12 WEAPON AND NUMBER: Now 
look over the personal characteristics of your 
soldiers. Decide what weapon you wish each, 
to carry (the available weapons depend on 
what the squad carries) and fill in that 
‘weapon name and number in the Weapon and 
‘Number column. Then select an appropriate 
unit counter of that weapon type, and add the 
‘identification number in the Name and Num- 
ber column, 


221.13 LEADERS: Now decide which 
Soldiers will be the leaders. Fill in “\C”" (for 
officers), 'S" (for squad leaders), and “A” 
(for assistant squad leaders) in the appropri- 
ate lines in the Rank Column. Immediately 
raise these leader's motivation numbers by 
“1" for their promotions, and write the new 
motivation numbers. in’ their Motivatios 
Columns. A sample line for “Private Jones" 
is shown filled-in below: 
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B22.2. TOUR OF DUTY: If players wish 
to continue using the same ‘surviving’ 
soldiers from game to game, they can sim= 
ply play any agreed-upon number of 
scenarios in succession to represent a “tour 
of duty”, and plug-in their named soldiers, 
for some or all of the required units in each 
scenario, Soldiers may have their major per- 
sonal weapons and equipment changed be- 
tween scenarios, 

22.2.1 GAINING EXPERIENCE: Players 
may wish to allow their soldiers to ‘tim- 
prove”” with time, as a tour of duty pro- 
iresses. After each game that a soldier 
survives, place a mark in the Battles Column 
(on the Character Sheet next to the soldier's 
name. For every two “battles” (c., 
scenarios where used), a soldier’s experience 
number can be raised by "1" (de maximum 
allowed is '"10"")—erase the old experience 
‘number and write in the new one. If this raise 
allows a new Skill Column to be used, a new 
weapon may be written in and rolled for. 
Every time the experience number is in- 
creased, the motivation number can be rolled 
again (including, if any, the modifier caused 
by the new experience number), If the new 
‘motivation number is higher than the old one, 
the new one may be substituted for the old 
one—otherwise keep the old motivation 
number. 

22.2.2, PERMANENT LOSSES—RE- 
PLACEMENTS—PROMOTIONS: If the 
Wounds and Cover Options are nor being 
used, roll the die once for each soldier elimi 
nated in a game—a roll of 4" or less me- 
ans that the soldier can recover and be used 
{in future games, and a roll of *5"" or above 
‘means that the soldier will not return and may 
not be used again. Ifthe Wounds and Cover 
Options (see 23) apply, all soldiers that were 
killed, taken prisoner, or wounded (not 
‘weapon or minor wounds) at least twice in 
a game are gone for good—all others can 
recover and be used in future games. New 
‘named soldiers must be rolled for in the nor- 
‘mal way to provide “‘replacements”” for the 
permanent losses. Any permanent leuder 
losses must be replaced by “promoting” 
another soldier to fill the slot—this promo- 
tion causes the usual “'+1"" increase in the 
soldier's motivation number. 


22,3 AWARDS AND CITATIONS: Every 
army employs some sort of reward system 
to encourage the soldiers, even if it’s only 
a handshake or a slap on the back. In any 
Umpired game, players may nominate any 
of their soldiers that they felt performed out- 
standingly for an “award”, The Umpire de 
cides if the “award” is warranted. Tfso, an 
“awarded” soldier may have a ‘*1”” increase 
in motivation number, 


23. WOUNDS AND COVER 


Option 23.1 may be used alone or with 
Options 23.2.23.5. 


23.1 WOUNDS: Whenever a soldier is hit, 
instead of being automatically eliminated, the 
WOUND TABLES on the Game Card is 


used. Roll the die again for each hit on the 
soldier. Crossgrid the number rolled with the 
Wound Location Column to sce where the 
soldier is hit. Follow this line across to the 
{1 Column (or one of columns IV, depend- 
ing on the soldier's constitution if Option 
22.1.4 is used) to find the effects of the 
wound or wounds, 
23.1.1 WOUND EFFECTS: Record a 
soldier's wounds in its Wounds column of 
Character Sheet, or in its line on an organi- 
zation list. 
“KO: The soldier is ‘killed’ and 
eliminated. A soldier can also be “killed” 
by any combination of two head, chest, 
body, and/or groin wounds, or if wounded 
(except weapon or minor’ wound) while 
swimming. 
“X": The soldier is “tincapucitated"* by 
‘wounds and is eliminated for the remainder 
of the game, although not “killed”. A soldier 
can also be “incapacitated” by any combi 
nation of two arm and/or leg hits. An in- 
capacitated soldier is automatically made 
Prone 
“DFMS": Depending on the number listed 
‘with the letters, this will be an unfavorable 
‘modifier to the die number rolled for firing 
C'F") or melee ("M”). This number is 
always positive for firing or attacking in 
‘melee and negative for defen 
‘The mumber may also indicate a reduction 
in the soldier's speed (""S""—ie., a reduction 
in the soldier's maximum number of move- 
‘ment factors). For example, “IS” shows that 
a soldier's maximum movement factor is 
reduced by “I”, A “D” indicates that the 
soldier is ‘*knocked down” (made Prone) 
‘when hit—muark the soldier Prone as the “D"* 
does not have to be written down. For ex 
‘ample, a soldier takes a leg (“‘L") wound 
with “2DS" effects. The soldier ts marked 
fas Prone (for the “D"') and the notation 
"128" is made in the soldier's wound 
column to record the leg wound and the 
eed reduction of two movement factors. 
'—": No effects (except for the wound 
itself 
MELEE WOUNDS: Soldiers wounded in 
a melee are also automatically Stunned. 
23.1.2 IMPACT: “K", “X", or “D" 
soldiers are always knocked down and be- 
come Prone when hit. Stunned soldiers also 
become Prone. Other wounds will knock 
‘down @ soldier only if the impact number (see 
on the WEAPON CHARTS) of the fired 
“L” weapon is “S" or a number that equals 
‘or exceeds the number on the Impact Line 
bottom of the WOUND TABLES 
in the If column). Ifthe impact num- 
** or exceeds the number on the Im- 
pact Line, the soldier is also Stunned. 
23.1.3 FALLING: Any soldier in an Up 
posture will “fall” if knocked down. This, 
fall may inflict additional wounds—use the 
Jump procedure (see Option 15.1.1) for a 
fall, but a "+5" modifier to the die num- 
ber rolled applies. This may also be used for 
soldiers Up a tree, wall, or fence when the 
terrain is “toppled”, “'smashed"*, or just 
destroyed instead of an automatic elimina 
tion (see 12.3.4.2 and Option 19.2.1.2.4), 
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23.1.4 WEAPON HITS: A “‘weapon"’ hit 
‘may eliminate weapons or equipment or may 
only eause a minor wound, depending on the 
circumstances, 

3.1.4.1 WEAPON UNIT HIT: If a hit 
soldier is a crewman in a hex with a LOW. 
or MSL weapon unit, that weapon unit is de- 
stroyed und removed from play. 

23.1.4.2 WEAPON OR MINOR 
WOUND: Roll again if weapon “wound” 
is rolled, and the soldier is not a crew mem- 
ber. If 1-67" is rolled, the soldier suffers 
“minor wound", which has no effect (an- 
less the soldier is swimming—see Option 
23.1.1) other than the soldier may have to 
‘be marked Prone. If "7" or more is rolled, 
the hit is a weapon hit, handled as follows: 
23.1.4.2.1 HIT MAJOR PERSONAL 
WEAPONS: If the hit soldier has a major 
personal weapon, that weapon is destroyed 
‘and may no longer be used (cross off the 
soldier's weapon notation). A hit flame- 
thrower will immediately “explode” if hit— 
treat the hex as an impact hex for the 
‘weapon, 

23.1.4.2.2 HIT EQUIPMENT OR AM- 
MUNITION: If the hit soldier's major per- 
sonal weapon is already gone (including any 
extra major weapons that may be carried— 
see Option 16.8), count a weapon wound as, 
a ‘*miss" unless the soldier curries one oF 
‘more of the following items: AMO, BNC, 
CBX, DMC, HGN, HRG, LPL, RDO, 
RGN, or SHG. If one or more of these is, 
present, one of them may be hit. If more than 
‘one is present, the players should use a com- 
petitive die roll to determine which player 
chooses the item to be hit. A hit grenade (any 
type), DMC, or any AMO round will im- 
mediately explode if hit—treat the hex as an 
impact hex for the weapon, 

33.1.8 MOTIVATION TO RECOVER: 
‘This applies only if Option 22.00is used. Any 
soldier knocked down as a result of a non- 
incapacitating wound requires an individual 
die roll to be used to perform Actions. This, 
die roll requires an Impulse or an activation 
in the hex, and can be made once per Im- 
pulse Phase until it succeeds. The die roll, 
‘must equal or be less than the soldier's moti- 
‘vation number. 


23.2 COVER EFFECTS: If this Option is 
used all cover, loophole, and body armor 
modifiers used when firing ““B", °C", or 
“L” weapons are no longer used. Instead, 
if the soldier is in cover, once the wound 
location is known, the COVER EFFECTS 
CHART on the Game Card is consulted. 
Find the height or type of cover in the left 
‘column of the Chart, then crossgrid with the 
column showing the soldier's posture when 
hit. The letters found show the wound loca- 
tions protected by the cover—if this matches 
a wound location, that hit counts as-a'‘miss”” 
j.e., the cover was hit instead of the soldier). 
“None” indicates that the soldier cannot be 
hit. 


23.3 CARRYING WOUNDED: Wounded 
soldiers may be acquired (picked up) or dis- 
carded (set down) just like weapons and 


equipment, While moving with (‘“carrying"’) 
2 wounded soldier, the carrying soldier's 
maximum movement factor is reduced by 
2", ifalone, or by “1”, iftwo soldiers are 
arrying one wounded soldier. No discards 
re necessary to carry 2 wounded soldier. If 
Option 15.2 is being used, treat a wounded 
soldier the same as 20 points of equipment 
split to 10 points each if two soldiers are 
arrying), 


23.4 DEFILADE COVER: For all previ- 
Sos rules, a unit must actually be inthe hex 
with the Gover to gain its protection, Using 
chis option, the LINE OF SIGHT CHART 
nn the Game Card is used to determine if 
ng terrain may offer some cover to the 
et unit. Check the line of sight for each 
eight ofa target unit to see ifthe line of sight 
19 some heights is blocked, If one height is 
‘ompletely blocked the target unit has **1"” 
eight of cover, iftwo heights are completely 
clocked the target unit has ““2"" heights of 
over, etc. Far example, if he line of sight 
a Standing soldier is blocked at ‘'1"* 
eight, but not blocked at ‘'2”” heights, the 
Idler has the cover effects of “1°” height 
vee the COVER EFFECTS CHART if Option 
23.2 is used, or the usuall cover modifiers if 
72) 


23.5 VEHICLE COVER: If defilade cover 
Option 23.4) is used, or if vehicle par- 
ally climbs 2 height hexside or is behind 
10, ete., a Vehicle may have some cover. 
1" or more heights are covered, the track 
annot be hit. A““+1"* modifier applies per 
eight of cover when firing at a covered 
ehicle 


23.6 WOUNDED AS CASUALTIES— 
ENARIO VICTORY POINTS: If this 
tion is used, all wounded soldiers are still, 
oanted as casualties for victory points in the 
narios, except for soldiers with only a 
Seapon hit and/or minor wound. Also, 
sounded soldiers (except for only weapon 

and/or minor wound) may never be 
ounted as surviving” for victory points in 
ne scenarios, 


24. MORALE 


Morale is that intangible quality that affects 
+ military organization's ability to perform 
tn the sttess of combat, Losses are demoraliz~ 
nig, and can reduce combat effectiveness. 


24.1 REDUCTION OF SEQUENCE 
UNITS: This rule reduces a squad's ef 
ficiency as it takes casualtics. The SE~ 
QUENCE UNIT REDUCTION CHART 
section of the MORALE CHARTS on the 
Game Card is used during the Morale Phase 
‘each Turn. For each squad, crossgrid the 
sumber of soldiers that were part of the 
squad at game’s start with the number of se- 
quence units allowed the squad at the game’s 
‘art, The numbers found show if any reduc~ 
ion in the number of sequence units is re- 
ired. The left number shows the number 
oldiers lost, and the right number shows 


the corresponding loss of sequence units 
available, For example, ifthe numbers “2/1” 
‘appear, this indicates that for every nwo sol- 
diers lost by the squad since the game be 
‘gan, there should be a reduction in the 
‘umber of sequence units for that squad. For 
“2/1, if five soldiers were lost, there would 
bbe a reduction of two sequence units, and if 
six soldiers were lost there would be a reduc 
tion of three sequence units from the origi 
nal numberof sequence units for that squad. 
Remove excess sequence units and/or desig- 
nate certain letters not to apply to certain 
squads. 
24.2 PANIC: Losses may “*panic”” troops, 
‘making them totally inefe« 
24.2.1 AUTOMATIC PANIC: When all 
sequence units have been removed for a 
squad, it will automatically panic. 
24.2.2 PANIC CHECKS: A squad may 
also panic before automatic panic is reached. 
During the Morale Phase of every Tur, after 
removing excess sequence units (see Option 
24,1), check the PANIC CHART section of 
the MORALE CHARTS on the Game Card. 
For each squad, erossgrid the sequence unit 
reduction with the number of sequence units 
for the squad at the start of the game. The 
number found isthe “panic number". This 
does not have to be done for squads that have 
no reductions. Roll the die for each reduced 
squad—if the panic number or less is rolled, 
the squad will not panic, and can be used nor- 
mally during the coming Turn. Ifthe roll ex- 
ceeds the panic number, the squad is 
panicked". A ‘‘—1" modifier to the die 
for squads designated as 
in a scenario, and a “+1” 
‘modifier applies for squads that have lost al 
their leaders. On the Morale Phases of Turns 
after a squad panies (except for automatic 
panics), the roll can be made again, after 
‘checking for sequence unit reductions due to 
new casualties and soldiers that have exited 
the mapboard due to panic movement. Ifthe 
panic number or less is rolled during this 
later panic check, the squad is not longer 
panicked—otherwise it continues panic 
‘movement during the coming Turn. 
24.2.3 PANIC MOVEMENT: All soldiers, 
in « panicked squad, regardless of the num- 
ber of remaining sequence units, are moved 
<Guring the first four Impulse Phases for their 
side (if less than four sequence units are in 
use for their side, add some, designating 
these letters us applying only to Impulses for 
the panicked squad). This movement must 
be the shortest possible routes for each unit, 
(the route requiring the fewest new hexes to 
be entered), and at best possible speeds (use 
all movement factors) towards their map- 
board side (or their nearest mapboard side, 
if they had two entry or setup sides). Units 
that exit the mapbourd may not re-enter. 
Weapons and/or equipment that cause a 
‘movement factor reduction of *'2"” or more 
‘must be discarded as soon as possible, even, 
if this discarding permits no movement into 
new hexes. When a whole squad panics, 
soldiers inside or on vehicles will move in 
their vehicles. Note that Stunned and Inac- 
tive status still prevents movement for 
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panicked soldiers. 
24.2.4. VEHICLE PANIC—BAIL OUTS: 
‘When a vehicle is penetrated by an“A"” or 
“SH weapon, damaged by a ““G"" or “L”” 
‘weapon, or stopped by a track or engine hit, 
the soldiers in the vehicle may panic and 
“bail out”, regardless ofthe damage or lack 
‘of damage. When this occurs, the player con- 
trolling the vehicle must immediately make 
1 panic check (automatically passed if their 
squad has no sequence unit reductions at the 
time) for the soldiers in the vehicle only. If 
failed, the soldiers make panic moves (using. 
one of their squad’s Impulses every Impulse 
Phase), leaving the vehicle as soon as possi- 
ble, and proceeding on foot. This is automat- 
ically done if a vehicle making panic 
movement is stopped—the soldiers will bail 
‘out and continue on foot. 


25. PRISONERS 


Prisoners are important because they can be. 
interrogated for important military informa- 
tion after the battle is over. Only unhit 
soldiers or those whose wounds do not in- 
capacitate them may be counted as being 
taken prisoner. 

25,1 STUNNED/INACTIVE/UNARMED 
PRISONERS: In a melee situation where all 
soldiers on one side are Stunned, Inactive, 
and/or unarmed, the other player may an- 
nounce that, instead of resolving a melee, 
these Stunned, Inactive, and/or unarmed 
soldiers are “‘taken prisoner”. These 
prisoners automatically discard all weapons, 
‘and equipment—this expends no movement 
factors in this case. 

25.2. SURRENDERED SOLDIERS: This 
option requires the use of Option 22 to pro- 
vide motivation numbers. A “surrender 
call” (see LEG or VEHICLE MOVEMENT. 
FACTOR EXPENDITURE CHARTS on 
the Game Card for movement factor costs, 
may be made to an opposing soldier or 
soldiers in a single hex that is within two 
hexes range of the soldier or soldiers used. 
to make the surrender call. When this is 
done, the other player, using the highest 
‘motivation number of all the soldiers in the 
hex called on to surrender will roll the die, 
If the die number equals or is less than the 
‘motivation number, the soldiers will not sur- 
render. Ifthe die number exceeds the moti- 
vation number, all soldiers in the hex will 
surrender. The die number rolled is modi- 
fied by “*-1"" for each individual soldier 
called on to surrender, by ‘"+1" for each, 
individual soldier that expended movement 
factors to make the surrender eall, and by 
“4457 ifthe call is made to soldiers all of 
whom are Stunned, Inactive, and/or un- 
armed, Soldiers that surrender automatically 
discard all weapons and equipment and 
Stand—this expends no movement factors in 
this case, 

25.2.1 SURRENDERED BECOME, 
PRISONERS: Surrendered soldiers will be- 
come prisoners only when at least one op- 
posing soldier enters their hex—until then 
they remain “‘surrendered”” in their hex. 


28.2.2 REGAINING CONTROL OF 
SURRENDERED SOLDIERS: If not made 
prisoners, and left at any time during one of 
their own Impulse Phases with no opposing, 
soldiers within two hexes of their hex, con- 
trol of the surrendered soldiers is regained 
by their player— they are no longer surren- 
dered, and can be handled normally (usually, 
the first thing done is to acquire weapons and. 
equipment so that they can resume fighting). 
3 MOVING PRISONERS: Prisoners 
‘must have a “'guard’” of at least one oppos- 
ing soldier in their hex to be moved. They 
ccan be moved with this guard, and are totally 
controlled by the guard’s player, moving on 
the guard's Impulses. 
25.4 LIBERATING PRISONERS: Pris- 
‘oners who lose their guard (a Stunned, In- 
active, and/or wounded but not incapacitated 
guard— even a disarmed guard—is still trea 
ed asa guard) revert to being ‘‘surrendered! 
iff an opposing soldier is within two hexes of 
them, but may not be made to perform any 
Actions until a new guard enters the hex and. 
makes them prisoners again. If no guard is 
present, and no opposing soldiers are within 
two hekes, treat the same as surrendered 
soldiers regained by their player (see Option 
25.2.2). 
25.5 PRISONER CASUALTIES: Pris- 
‘oners and surrendered soldiers can be fired 
at or meleed by opposing soldiers or their 
‘own guards. They may also be hit by 
“friendly'” fire, but their own side may not 
direct “L” weapons, fire directly at them or 
‘through them, o use their hex as a target hex 
for other types of weapons. “I.” fire may 
be selectively directed at their guards. 
25.6 PRISONER VICTORY POINTS: At 
the end of the game, all surviving prisoners 
or surrendered soldiers count for double the 
victory points if they had been made 
casualties. 


26, THE POINT SELECTION OF 
FORCES 


‘The Points columns of the VEHICLE AND 
WEAPON CHARTS provide point values 
for all units, equipment, and ammunition. If 
desired, these points can be used to “pur- 
chase" opposing forces as an alternative to 
using the forces given in the scenarios. The 
‘opposing forces given in the scenarios have 
their point values listed to permit these sub- 
stitutions, 


26.1 PURCHASING CRATERS, EX- 


equipment, ammunition, and/or defensive 
units (Known collectively as “extra points”) 
given in a scenario with any other items of 
these same types that match the point values, 
of those replaced. When only the extra points, 
are replaced, the remaining forces are left as, 
given. For example, if @ scenario listed 
17XHGNI (1 point each), 2XLPL3 (2 points 
each), 3XGLR2AMO (I point each), and 
IXDEX (6 points} = 30 points, these could 
be replaced by purchasing any combination 


of extra point items equaling 30 points. A 
‘tower may be “‘sandbagged’” for 2 points ex- 
tra, If the scenario has an attacker, the at- 
tacking player may purchase crater units as 
part of the extra points for a “preliminary 
bombardment’. Single crater units cost 1 
point and double crater units cost 2 points, 
each 


26.2 PURCHASING SOLDIERS, VEHI- 
CLES, WEAPON UNITS, AND PER- 
SONAL EQUIPMENT (““BASE, 
POINTS”): These scenario forces may be 
replaced by other forces whose final point 
value does not exceed the point value of the 
given forces, These purchases (collectively 
known as base points") are more compli 
cated than purchasing the extra point forces, 
and require the use of the following. equa- 
tion to determine a squad's base point value: 


the effects of any loss of protection (see Op- 
tion 27.3), 


27.1 EFFECTS OF NBC SUIT FROTEC- 
‘TION: Due to the inconveniences of the suit, 
there are restrictions on a wearing soldier's 
sapabilities. Soldiers wearing NBC suits are 
‘modified as follows: 27.1.1: A‘*+1" modi- 
fier applies when firing or sighting. 
27.1.2: The soldier's movement factor and 
the maximum number of new hexes that may 
be entered per Impulse are reduced by one, 


27.2 EFFECTS OF NBC VEHICLE 
PROTECTION: There are no effects for 
soldiers inside a vehicle as long as the vehi- 
cle remains “buttoned”? and/or is not 
penetrated. Soldiers inside a vehicle may also 
wear NBC suits, but then the modifiers in 
27.1 apply. Soldiers may fire out of vehicle 


(VIP + 1)(T) / 10 = Base Point Value 


where 


‘V = Sum of all point values of all soldiers, vehicles, weapon units, and personal equip- 


‘ment in the squad, 


I. =The number of Impulses in an Impulse Phase for the squad. 
P =The number of Impulse Phases per Turn for the squad. 


6 points each. 
14 points each’ 
10 points each, 


‘Sum of all leader points, which are as follows: 


‘T = The number of Turns in the game. Round all fractions down, 
For example, the base points of ths sample squad in a five Tur game are as follows 


‘American Rifle Squac 


GLR2 = 5 points x 2 
LMG$ = 12 points x 1 


=10 points 
2 points. 


RFLIO = 5 points x 7 =35 points. 
BPD 1 point x 2 2 points. 
v =59 points. 


(65923) + 16] [5] / 10 = 185 = squad’ 


3/2; 1S, 14; 2XGLR2, 1XLMG4, 7xRFLI0; 2xBPD 


base points, 


26.3 PURCHASING ALL FORCES 
(TOTAL POINTS”): A combination of 
the extra and base points equals a scenario's 
‘otal points", and can be used to completely 
replace all forces given in a scenario with 
‘other forces of the same total points. As long, 
as the number of total points for a side are 
the same, the number of extra and base points 
may vary from those given in the scenario, 
‘Note that control boxes and missiles are pur- 
‘chased separately, and that control boxes are 
‘extra equipment (“extra points") while mis- 
siles are weapon units (“base points"). 


27. NUCLEAR, BIOLOGICAL, AND. 
CHEMICAL PROTECTION 


‘On the game's level, any unprotected soldiers 
hit by any of these weapons would already 
be eliminated and there would be no game 

‘Therefore, any scenario simulating such con- 
laminated environments must assume that the 
soldiers have survived the intial attack and 
start with all soldiers in “buttoned'” vehicles 
with NBC equipment and/or “wearing” (this 
extra equipment is written next toa soldier's 
identification ) NBC suits. Players using this 
‘option should determine the exact environ- 
ment (nuclear, chemical, or biological) in 
Which the game is played, as this determines 
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Tring ports and still retain the vehicle’s NBC 
protection. 


27.3, EFFECTS OF LOSING NBC PRO- 
‘TECTION: The effects of nuclear radiation 
‘and most biological agents arc not rapid 
enough to eliminate soldiers in the game's 
time frame, although their eventual fate is 
sealed, but most chemical weapons. will 
rapidly eliminate any exposed soldiers 
Vehicle NBC protection is lost if any hatches, 
are opened or if the vehicle (except tracks) 
is penetrated. An NBC suit’s protectio 
Jost if Option 23.1 is used and the soldier is 
wounded (except for weapon hits—minor 
‘wounds will eause a loss of protection). The 
effects of losing protection are as follows: 
27.3.1: Ina radioactive and/or biological en- 
vironment, the soldier losing. protection 
suffers no special effects during the game. 
but cannot be counted as a surviving soldier 
for scenario vietory points and does count as 
a casualty at game's end. 

27.3.2: In a chemical environment, the 
soldier losing protection is immediately 
eliminated, 


THE SCENARIOS 


The scenarios in this section provide 
representative types of ground actions. Each 
scenario is, in effect, a separate game, and 
provides the specific information needed to 
be set up and played. Except where noted, 
these scenarios are not intended to represent 
specific actions, but are designed to capture 
the "flavor"’ of different types of battles in 
different places, at different times, and to 
provide a wide variety of gaming situations. 


SCENARIO FORMAT 


“The information in each scenario is presented 
in the following form: 


A. MAPBOARD TERRAIN: This is infor- 
mation for setting up the mapboard. The 
mapboard panels to be used and how they are 
10 be placed together are given in a diagram, 
The terrain, its type. height, and values are 
also given. Standard heights and values for 
terrain ure given in the STANDARD TER- 
RAIN VALUES CHART on the Game 
Card, and these values are always the ones 
used except where otherwise indicated. Use 
the given terrain (which, when there are 
several sets of opposing forces, will also give 
matching terrain information) for the given 
forces. If other opposing forces variants are 
determined using 14 or Option 26, the 
players must decide any terrain appropriate 
for their battle location, In many scenarios 
various types of terrain will represent types 
of terrain other than as identified in the Basie 
Game. For example, if instructed to “treat 
scrub hexes as clear terrain’, all ofthe scrub 
hhexes on the mapboard panels are considered 
10 be clear hexes for that scenario. Note that 
such cases a scrub hex that also included 
her terrain, like a tree, would still be con- 
sidered to contain that other terrain. Unless 
indicated differently, interpret all terrain as 
identified in the Basic Game STANDARD 
TERRAIN IDENTIFICATION CHART. In 
some scenarios there is a choice of how to 
place the mapboard panels and/or a choice 
of which mapboard side to enter for a game. 
This is done to increase scenario flexibilit 
and the players should decide how to do it 
for their game before setting up anything 
else, A defender may decide what doors and 
windows of his buildings are open or closed 
before the game starts. Any buildings in an 
attacker's Setup area automatically have all 
doors and windows open. 


B, SPECIAL RULES: The maximum num- 
ber of Turns that the game will last and the 
mapboard sides where units may exit are 
given here. Any special rules that apply to 
‘the scenario are also given, as well as infor- 
mation needed if certain Optional Rules are 
used. Option 19 is required if matchups using, 
vehicles are selected, Other Optional Rules 
may be used, if desired. Radios and binocu- 
Jars may be listed and require Optional Rules 
to use, but, if these Options are not used, 
they can be deleted from the scenario with 
only a small effect on play balance. Some 


special rules are given or must be determined 
in every scenario, as given below: 

1, WEATHER: This determines the condi- 
tion of the ground. If Normal, there are no 
special effects. If Mud or Snow, there are 
increased movement costs, as shown on the 
charts on the Game Card. Dirt roads are con- 
sidered to be mud hexes in Mud weather. 
2. VISIBILITY: This determines the visi 
bility. Observation Conditions may be 1, 2, 
or 3, but Observation Conditions 2 or 3 may 
also'be Night, Fog, Raining, or Snowing, 
which can effeet the performance of night” 
sights (see Option 16.7.2). 
3. FIRES: This is used with Option 21 to 
determine the chances of a Fire. Usually, 
Dry conditions should prevail in desert oF 
drought areas, Normal conditions most of the 
time, and Wet conditions when the weather 
is Mud or Snow and/or the visibility includes 
Raining or Snowing. 

Like the mapboard terrain, these 

the opposing forces, and rules ap- 
propriate for a location and season must be 
decided by the players if their own variants 
are used. 
C, OPPOSING FORCES: This gives the 
units and equipment for both sides needed 
to play the scenario, when or where they may 
be setup or enter the mapboard, their 
organization into squads, the leaders, etc. 
Many scenarios provide alternate forces and 
information, and the players may select the. 
‘ones desired for a specific game. In addition, 
squad group numbers are listed in some 
scenarios for players employing rule 14 to 
setup their own scenario variants and also 
point totals for players who wish to employ 
Option 26 in selecting alternate forces (listed. 
in the order: Total Points—Buse Points— 
Extra Points). Soldiers may be placed on or 
center the mapboard in any desired postures, 
with any desired soldiers nominated as 
leaders, any desired soldiers placed as, 
crewmen, and any weapons loaded or 
‘unloaded with any desired and allowable type 
of ammunition. Once forces are selected, 
‘organization lists should be prepared. 


‘An organization is displayed in the following, 
format: squad identification; mobility; 
leaders; soldiers and their personal weapons, 
‘weapon units, and vehicles that are part of 
the squad; personal equipment; extra equip- 
ment; and defense units. For example, 
“American Rifle Squad (1974 on): 3/2; 15, 
JA; 2XGLR3+RFLIO, 9XRFLIO; 2xBPD, 
IxSCP; IIBDA, IXBNC, 20%HGN3 andi 
or 5, 2XLPL3, 1xRDO, 8% GLR3AMO; 
1xPMN2."" The squad identification 
specifies the nationality and type of the squad 
plus, where changes have been made, the 
approximate years that the particular squad 
‘organization has been or is used. A“*+"" or 

'="" may be included to show thatthe squad 
is over or under strength. The mobility gives 
the number of sequence units allowed per 
Tarn and the number of Impulses per 
Impulse Phase. For example, ‘'3/2"" means 
three sequence units and two Impulses per 
‘Impulse Phase. Next, the leaders allowed for 
the squad are shown: C=officer or senior 
NCO; S=squad leader; A=assistant squad 
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leader. Then come the soldiers in the squad 
and their personal weapons. For example, the 
sample squad above contains two soldiers 
with ““GLR3+RFLIO” (in this case, M203, 
‘grenade launchers attached to MIGAL rifles) 
which are represented by two “GLR"" soldier 
units, and nine soldiers with “RFLIO" (in 
this ‘case, MIGAI rifles), which are 
represented by nine “RFL.” soldier units. 

‘The personal equipment ofthe sample squad 
consists of two bipods (BPD) and one 
seope(SCP), which the player may decide to 
attach to any of the soldier's weapons, as, 
RFLIO may have these attached. The extra 
equipment consists of eleven body armor 
(BDA, in this case enough for one per 
soldier), one binoculars (BNC), twenty fused 
offensive and/or defensive hand grenades 
(HGN3, HGNS—-any desired mix of the two 
types), two M72 LAW light portable 
launchers (LPL3), one radio (RDO), and 
eight ammunition rounds for the grenade 
launchers (8XGLR3AMO). The HGNs and. 
GLR3AMOs could be of any types allowed 
for these (“G", M™, or “W" for the hand 
grenades, and "C" “HI, “M", oF 
Gt forth grenadouncher animus) 

The player may distribute this extra 
equipment and ammunition among. the 
soldiers as desired. A claymore mine 
(PMN2) defense unitis also available that is, 
secretly placed before the game begins. 
‘When more than one squad is given, and the 
equipment is listed separately, it may be 
ributed among the squads as the player 
desires. Below is a list of the abbreviations 
used in the scenarios: 


AAV:Anti-Aircraft Vehicle 
‘ABS:Abatis. 

AMO:Ammunition (1). 
APC:Armored Personnel Carrier. 
BDA:Body Armor. 

BER:Bunker, 

BLK:Block. 


‘Deep isin, 
DMC;Demolition Charge. 


lortar-Carrying Vehicle. 
MMG:Medium Machinegun. 
‘MPL:Medium Portable Launcher. 


RCV:Reconnaissance Vehicle, 


NOTES: 
(1) List ammunition on organization lists 
‘with the weapon identification, then the type 
‘of ammunition. For example, ““MRTOG”” is 
"Gi" ammunition for a “MRT6". 

(2) GLR3 is usualiy attached to a rifle and, 
if attached, is written “GLR3+RFL 
number. 


Below is a sample of how the squad used in 
the preceding examples could be written out 
‘as an organization list 


fous 4 at euonts seeae e 
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D, VICTORY CONDITIONS: The side 
‘which accumulates the most victory points, 
is the winner, and this section tells how to 
gain victory points in the scenario. In addi- 
tion to what is given, all ofthe following vie~ 
tory points apply in al of the scenarios: 
1. Each side gets one victory point for each 
casualty caused to the other side (two vie- 
tory points per prisoner—see Option 25.6). 
2, If vehicles are used, each side gets a num- 
ber of victory points equal to 10% (round all 
fractions up) of the vehicle's point value if 
it is “destroyed”. A vehicle is considered 
its engine and main gun 
s burning, or if all soldiers 
‘on the vehicle's side are eliminated. 
3. To “control" an objective (building, 
‘eave, etc.), at the end of a game, a side must, 
be the oniy side with surviving soldiers there 
fof must have been the last side to enter or 
ppass through the objective, and still have 
some surviving soldiers. In scenarios where 
the defender stars on the portion of the map- 
‘board containing the objectives, the defender 
“controls” these objectives atthe start ofthe 
game (if no defenders occupy these objec- 
tives, consider that defending soldiers were 
the last to pass through them). If both sides 
have surviving soldiers inside or on the same 
objective atthe end of a game, neither side 
‘gets any victory points for controlling that 
objective. An objective (or at least the hexes 
that contained it) remains an objective, even 
if set on Fire or blown from the face of the 
arth. 


SCENARIO ONE: 
“MEETING ENGAGEMENTS” 


This scenario provides the basis for gener- 
ating a virtually unlimited number of differ- 
‘ent games. It uses a variation on the Basic 
Game Scenario (which represents the meet- 
ing of very agressive patrols or a head-on 
clash between attacking forces). 


A. MAPBOARD TERRAIN: Assemble 
the mapboard panels as shown, although the 
panels may be placed in any order and fac 
ing in any directions. The game can be 
played using the buildings on mapboard 
panel 3 or ignoring them (in which case the 
building hexes should be treated as clear 
terrain). 
SIDE A 


SIDE B 
1, BORDER INCIDENT: Use all standard 
\errain values and heights. Buildings are of 
Jog construction 
2, 3 JUNGLE PATROL and CIVIL 
WAR: All dark green and light green hexes, 
as well asthe tree hexes are considered 10 
be tree hexes. Brown hexes are mud hexes 
in Mud weather, but otherwise clear hexes. 
Ignore all fences and hedges. Buildings are 
of bamboo construction 
4, DESERT DUEL: Tree hexes are consi 
‘dered to be scrub hexes, dark green hexes 
without trees are considered {0 be clear 
hexes, and brown hexes without trees are 
‘considered to be rough hexes, as well as the 
standard rough hexes. Hills are height 4°" 
and depressions are height “~3"". Buildings 
are of mud construction. 


B. SPECIAL RULES: Game length is 5 
Turns. Units may exit only off the side near 
which their side setup, 

WEATHER: Use Normal weather forall the 
given matchups, although Mud can be used 
for matchups 2 and 3, if agreeable to all 
players. 

VISIBILITY: Any desired visibility may be 
used forthe given matchups, although Snow- 
ing should not be used with matchups 2 oF 
3, nor Raining, Snowing, or Fog with match- 
up 4. 

FIRES (OP): Any desired and/or appropri- 
ate to the weather and visibility may be used 
for matchup 1. Wet is appropriate for match- 
ups 2 and 3, and Dry is appropriate for 
matchup 4. 

C. OPPOSING FORCES: Select one of 
the following matchups or choose opposing 
squads from the same squad group (see 14). 

If point selection of forces (Option 26) is, 
used, both sides should have equal total 
points. Then use a competitive die rall to de- 
termine setup. The winner of the die roll 
selects either the side (A or B) on which to 
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setup and sets up first, or may decide to senup 
second, in which case the other player selects 
a side and sets up first. Both sides may setup 
rno more than four hexes from their side of 
the mapboard, and all units must start on the 
‘mapboard. 


1, BORDER INCIDENT; Sino-Soviet 
Border, 1969: 

Chinese Motorized Infantry Squad (+ 
3/2; IC, 1S; 1XLMG20, 1xMPLI9, 
1XMRT6, 1XPST3, 9XRFLI; 12xHGN3, 
3XMPLI9AMO, 3XMRT6AMO (225-20) 
24 points). 

Soviet Motorized Rifle Squad 4/2; 1C, 18, 
1A; 2XLMG21, 1XMPL20, 5xRFL1, 
¥XSMG11; 12XHGN3, 3xMPL20AMO 
(225-207-18 points). 


2. JUNGLE PATROL; Vietnam, 197 


, 1A; 1xLMG20, 1xMPLI9, 
TXRFLI, 1XRFL21; 1XBPD, 1xSCP; 
2xBDA, 1XBNC, 30XHGN3, 1xRDO, 
3xRGN2, 4xMPLI9AMO (300-248-52 
points). 

American Light Infantry Squad: 4/2: 1S, 
1A; 2XGLR2, 1XLMG4, 7XRFLIO; 
2xBPD; 10XBDA, 1xBNC, 22XHGN3 
and/or’ 5, 1xRDO, 1xSHG, 
8XGLR2AMO (300-244-56 points). 


3. CIVIL WAR; Nigeria, 1969: 
Biafran Infantry Squad’ (+): 3/2; 18; 
1XLMGI5, 2xRFLS, 6XRFL7, 1xRFL8; 
15xHGNS("G"" only), "1x RGN2 
(160-143-17 points). 

Nigerian Infantry Squad (—): 3/2; 1S; 
1xLMG3, 6xRFLIL, 1xSMGIO; 
16xHGN3 andior 5, 2xRGN2 (160-140-20 
points), 


4. DESERT DUEL; Syria, 1973 
Israeli Paratrooper Squad (+): 4/3; 18, 
2A; 1XLMGI1, 1xMPL7, 2xPST2, 
2xRFLS, 4xSMG7, 1xMBT2; 1xSCP; 
1IXHGN3, 1xRGN2, 1XRGN4, 
2xMPL7AMO (760-737-23 points). 
Syrian Motorized Rifle Squad (+): 3/2; 
18, 3A; 1XLMG20, 1xMPL20, 4xPSTS, 
9xRFLI, 4xSMGI1, 2xMBTI6 (T62A); 
1XBPD;'1XBDA, 1XBNC, 15xHGN3, 
1xRDO, 4xMPL20AMO” (760-731-289 
points). 


D. VICTORY CONDITIONS: 
1. Each side gets two victory points for each 
surviving soldier (including those in or on 
vehicles) on the opposite side (past the map- 
board panel folds) of the mapboard at game's 
end. This does not apply if 2., below, is 
used. 

2. If the buildings are used, each side gots 
two victory points for each building con- 
trolled at gume’s end. 


SCENARIO TWO: 
“THE SOLITAIRE SCENARIO” 


This scenario allows games when no oppo- 
nents are available. It represents a sweep 


‘hrough an area held by an unseen enemy, 
The player is the attacker. and the ‘‘de- 
‘ender’” is controlled by various rules and 
die rolls 


4. MAPBOARD TERRAIN: Assemble 
fe mapboard panels in one of the following 
configurations: 


ry ry 

These setups provide the best balanced 
umes. Attacker may enter from either side, 
shown by the arrows. 


. 
y y 
A ry 


A 
nese setups are “*weighted”’ to favor one 
‘or the other, depending on the challenge 
sjred and game experience. Entry from 
‘side favors the attacker and entry from 
1D side favors the defender. 
-e wire units (which in this case do not 
present wire units, but merely mark hexes) 
hexes 116, IN4, ITS, 1¥6, 1K1, 2W10, 
2N6, 276, and 2Y5. ‘These’ are the 
me's reference hexes. 
1, DISPUTED BORDER: All tree hexes 
considered to be the terrain indicated by 
cit hex colors. Hills are height **6"" and 
pressions are height “*~4" All fences and 
iges are considered to be stone walls 
2, ALONG THE IRON CURTAIN: Use 
2 standard terrain values and heights. Roads 
re paved, 
SAN DEEPEST. AFRICA: ‘Treat tight 
n hexes as scrub hexes, in addition tothe 
sk green hexes. 


8. SPECIAL RULES: Game length is 5 
3s. Attackers may exit off the mapboard 
sde from which they enter and defenders 
“ay exit off the opposite mapboard side. 
|. GENERAL: Thoroughly mix the defend- 
units so they can be randomly drawn 
fen needed. At the start of the game al at- 
ing units make a normal move onto the 
apboard in a “bonus” Impulse Phase. No 
mat Actions are allowed during this Im- 
vise Phase. Then, randomly select two 
fending units and place them on the map- 
-d using the Defender Placement System 
vvered in 2. (starting with b.), below. 
Sequence units are drawn normally after this 
nitial setup, 


WEATHER: Normal. VISIBILITY: Con- 
dition 1. FIRES (OP): Normal 


2, DEFENDER PLACEMENT SYS- 
TEM: When a defender’s sequence unit is 
drawn, the first thing done is to roll the die 
and use the following tables to determine the 
number of new soldier units that may be 
placed on the mapboard and where and how 
they are to be placed. ‘The die is rolled 
separately for each soldier and step of the 
placement procedure, crossgridding the die 
rolls with the appropriate columns. These 
placements to not expend Impulses— they 
Tepresent soldiers who were previously 
‘unseen and the whole procedure is used to 
randomly place defending soldiers on the 
‘mapboard. This is done for every defender's 
sequence until all defending soldiers have 
‘been placed on the mapboard. 


(1) THE PLACEMENT HEX: Roll the die 
to determine the direction from the placement 
hex in reference to the directional hex on 
mapboard pane! 1. This roll, combined with 
the distance roll, determines the hex (called 
the “placement hex”) where the soldier wil, 
be placed. For example, using reference hex 
IKI. a soldier to be placed 3 hexes distance 
in direction ‘4 goes to placement hex 1K4. 
If the placement hex is found to be off the 
mapboard, the soldier is not placed, but is 
remixed with the other unplaced defending 
units for possible placement during a later 
defender Impulse Phase. 

(@) A BETTER PLACEMENT HEX: 
‘Once the exact placement hex is determined, 
the soldier is then moved to an adjacent hex. 
if it is “better”” than the placement hex. A 
hhex is “better” than the placement hex if it 
offers better protection (ie., the maximum, 


SOLITAIRE PLACEMENT TABLE 


DIE Soldiers Available REFERENCE 
NO. 304 5 6 TEX 


ae ie ATO us 


DISTANCE DIRECTION 


a. NO. SOLDIERS AVAILABLE: Select 
the column showing the number of sequence 
units per Turn available for the defending 
squad, then roll the die to determine the num- 
ber of soldiers that can be placed. For ex- 
ample, ifthe squad has three sequence units 
per Turn and a ‘'3” is rolled, one soldier 
may be placed. Abie this is resolved, ran- 
domly draw the required number of defend- 
ing soldiers. If desired, add ‘*+1" to the die 
roll for each previous consecutive defender 
Impulse Phase that has passed with no new 
soldiers placed on the mapboard. 

b. REFERENCE HEX: Roll the die to 
determine the reference hex to use. For ex- 
ample, ifa "5" is rolled, reference hex IKI 
is used. Roll separately for each soldier to 
be placed unless one of the personal weapons, 
requires a crew (this does not apply if both 
personal weapons requires a crew)—in this, 
case, if two soldiers are to be placed they 
should be placed and kept together, ending, 
in the same her, facing, and posture. If the 
reference hex rolled is already controlled by 
the attacker (flip over wire units to show that 
the attacker controls them), the drawn soldier 
unit is not placed, but is remixed with the 
‘other unplaced defending units for possible 
placement during a later defender Impulse 


Roll the die to determine 
the number of hexes from the reference hex 
where the soldier will be placed. For 
example, if a6" is rolled, the soldier is 
placed three hexes from the placement hex. 
d, DIRECTION: This step can be skipped 
if the Distance is “0” 
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total number of potential "+" modifiers for 
cover and/or concealment if fired at by *'L”” 
‘weapons is larger than in the placement hex) 
and/or is higher than the placement hex with 
at least equal protection. If no adjacent hex 
is “better”, the soldier remains inthe place- 
ment hex. Tra number of adjacent hexes are 
“better”, the “best” one must be chosen, 
using the following order of choices in com 
mn to the placement hex: 
FIRST CHOICE: A hex that is both higher 
and offers better protection 
SECOND CHOICE: A hex that is higher and 
offers equal protection. 
THIRD CHOICE: A hex that is of equal 
height and offers better protection 
For equal hexes, choose one that does not 
already contain another friendly soldier in 
preference to one that does. 
€. POSTURE: Roll the die to determine the 
soldier's posture, and mark with the 
appropriate posture unit. If placed in a hex 
containing an attacking soldier or soldiers, 
the newly placed defender is always Stand- 
ing, and no die roll is needed. 
£, SOLDIER FACING/SIDE OF HEX 
(NOT ON THE TABLE): Face the soldier 
inthe ‘best’ direction (see PRIORITY SIX 
in 3, below). If the hex contains a tree oF 
stump, the soldier is always placed, if 
possible in rear cover to the nearest attacking, 
soldier, If two or more equally close 
attacking soldiers make it impossible to 
determine rear cover to all of the closest 
attacking soldiers, let the die decide the side 
of the tree or stump on which to place the 
soldier, For fences and hedges, place the 


soldier on the opposite side from the nearest 
attacking soldier—if more than one equally 
distant attacker makes this impossible to 
determine, lete the die decide the side. 


3. SOLITAIRE DECISIONS: Since there 
is no defending player, the solitaire gamer 
must allow specific ‘solitaire rules and 
random die rolls to make "decisions" for the 
defending units when a defending sequence 
unit is drawn. These specific rules require 
certain “'decisions”” to be made, but in all, 
cases where a superior possibility exists it 
‘must be taken and where two or more equal 
possibilities present themselves, the player 
must let the die decide which to use. For 
example, if two equal possible Actions are 
available, let 1-5” stand for one Action and 
"6-10" stand for the other Action, and roll 
the die to decide which to use. For three 
equal Actions, let “'I-3” stand for one, 
"4-6"" for the second, '"7-9"' for the third, 
and roll over if 10" is rolled, etc. Basically, 
the player has a number of defending soldiers 
fon the mapboard and must use the listed 
priorities below to “decide” which units to 
tuse and how to use them. Check all 
defending soldiers. If a PRIORITY ONE 
‘Action is possible, do it. If more than one 
PRIORITY ONE Action is possible, let the 
die decide the order in which to make them, 
etc. If no PRIORITY ONE Actions are 
possible, or if not all Impulses were used 
performing PRIORITY ONE Actions, go on 
to PRIORITY TWO Actions, then to 
PRIORITY THREE Actions, etc., moving 
down the following list, until all of the 
defender’s Impulses are used at the earliest 
possible priorities. Note that it is possible for 
a lower priority Action to create the 
‘opportunity for a higher priority Action. For 
example, a PRIORITY TWO Action (melee) 
is not possible because there is not a 50% 
chance of winning the melee, but then a 
PRIORITY FOUR shot makes the PRIORITY 
TWO Action possible. In such a case, the 
higher priority Action is then performed, if 
an Impulse for it still remains. 
PRIORITY ONE: Ifa newly placed soldier 
is in the same hex as an opposing soldier, 
‘a melee must be resolved, Treat this as ifthe 
newly placed soldier entered the hex from 
the rear, if possible. 

PRIORITY TWO: If a defending soldier is, 
close enough to enter a hex for melee, do so 
if there is atleast a 50% chance of winning. 
the melee, considering all modifiers. If more 
than one defending soldier in the same hex 
can reach the same melee, they will all move 
together. Any soldiers starting in that same 
hex with a defending soldier moving into a 
‘melee that could not reach the melee hex (due 
to_a lower movement factor, facing 
differences, etc.) remain in the original 
hex—use their movement factors for the 
highest priority available to them, a6 an 
Impulse has already been used for that hex. 
Ener a melee hex from the rear, if possible. 
If more than one possible melee is available, 
choose the one with the ‘“best”” percentage 
of winning. 


PRIORITY THREE: Take any shot with a 
possibility ofa hit (considering all modifiers) 
at a vehicle target with "A" or “H" 
‘weapons, as long as penctration is possible. 
‘Take the ‘best’? (See PRIORITY FOUR) 
shot of this type first, if more than one is 
possible. 

PRIORITY FOUR: Take the ‘best’ (in all 
‘eases, the highest chance for a hit, con- 
sidering all modifiers) shots. possible at 
attacking soldiers, changing facing and/or 
posture if necessary. After firing the best 
ppossible shot, then the next best shot is, 
resolved, etc. For example, assuming no 
‘modifiers, if one soldier can fire at target 
“A with a hit number of 1” or at target 
“<B" with a hit number of 2", rarget “‘B"* 
is selected. However, ifa second soldier can 
fire with a hit number of "3", the second 
Soldier is fired first. Target hexes for 
defending “G" (or ““H" used as “G") 
‘weapons must always contain attacking 
soldiers. Some other considerations may also 
determine the order of choices within this 
Priority. 

() If the choice is between “G"? (or “H” 
used as ‘*G"") and ‘*L"” weapons with equal 
‘chances for a hit, use the “G"" unless a hit 
‘on the target hex could possibly also hit a 
defending soldier or soldiers. No “G"” (or 
“H used as “'G"") weapon may ever be 
‘used by a defending soldier if a hit on the 
target hex could also hit a defending soldier. 
Q) If the choice is between “G" (or “HH” 
used as ““G") weapons with equal chances 
to hit, choose the one with the highest blast, 
‘umber, unless this could also possibly hit 
defending soldiers with «hit on the trget 
@) If the choice is between ‘“L" weapons 
‘with equal chances to hit (using the highest 
hit number for weapons with selective fire) 
use the one with the higher rate of fire (semi- 
automatic over single shot, and, for 
‘automatic , the weapon with the most bursts, 
or, if equal bursts, the most shots per burst. 
‘Once chosen to be fired, if the weapon has 
selective fire, choose automatic fire over 
semi-automatic fire, even if this reduces the 
hit number, as long as there is still a chance 
to hit the target unit 

@) All other things being equal, choose a 
shot with more turget units available, 

6) Ina tree or stump hex where « defending 
soldier must change sides in the hex in order 
to fire, place the soldier on the side that 
provides cover from fire from the elasest 
attacking soldier—if not possible, let the die 
decide the side. 

PRIORITY FIVE: If no chances of scoring 
hits exist, then take the best possible 
automatic fire shots that may Suppress at- 
tacking soldiers. Considerations (3), (4), and. 
(8 from PRIORITY FOUR also apply here. 
PRIORITY SIX: If no firing is possible, 
reface the defending units in their “best 
direction, Starting with the defending soldier 
closest to the most attacking soldiers, ctc., 
the “best” facing is towards the closest 
attacker to which there is a line of sight. 
PRIORITY SEVEN: If PRIORITIES 
ONE-SIX have fuiled to expend all 


44 


defender Impulses, unused soldiers that are 
not marked with a status unit may be moved 
toa new hex. Use the soldier's current hex 
as a reference hex, and use die rolls and the 
Distance, Direction, and Posture columns of 
the SOLITAIRE PLACEMENT TABLE to 
move the soldier to a new hex. Roll again 
if the soldier is moved off the mapbourd, 
‘until an on board hex is found. Ifthe soldier's 
‘movement factor would not allow movement 
to the new hex, reduce the Distance until 
legal movement is found, A ‘better’ 
placement hex can only be used if movement 
to it is also legal and possible. If this 
movement goes into a reference hex 
controlled by the attacker, the hex reverts to 
the defender’s control. 


C. OPPOSING FORCES: Select one of 
the following matchups (either side may be 
the attacker or the defender) or choose 
‘opposing squads from the same squad group 
(See 14), If point sclection of forces (Option 
26) is used, both sides should have equal total 
points, The player must prepare organization 
lists for both sides. The defending side may. 
bbe armed only with “A”, “G", and/or “H” 
‘weapons, and may not include weapon or 
vehicle units. fa matchup has more than one 
defending squad, the units in each should be 
kept separate and handled one at a time 
during the Defender Placement procedures 
(Gee Special Rules). 


1, DISPUTED HORDER; Bangladesh, 
Indian Mountain Squad: 3/3; 18, 1A; 
1xLMGI5, 1xRFL8, 8XRELI8; 1XBNC, 
12xHGN4, 2XRGN3 (250-233-17 points). 
Pakistani Infantry Squad: 4/2; 18, 14 
2xLMGI5, 1XMPLI7, 7XRELI, 
1xBPD;_ | 1xBNC, " 16xHGN3, 
3 XMPLITAMO (250-224-26 points) 


2, ALONG THE IRON CURTAIN; 


TXBDA, 1XBNC, 13XHGNI, 1XRGNI, 
1XRDO, 3XMPL6AMO (240-212-28 
points), 

East German Panzergrenadier Squad: 4/2; 


1C, 18, 1A; 2xLMG4, 1xMPL20; 
1xPST4, 2*RFLI, | 1XRFLI9, 
1XSMGII; 16XHGN3, 1xRDO, 


3MPL20AMO (240-215-25 points). 


3. IN DEEPEST AFRICA; Angola, 1978: 
South African Motorized Infantry Squad 
(-): 4/2: 1S, 1A; 2XLMGIS, 6% RELS: 
L¥BNC, 13XHGNS, 4xRGN4, 1xRDO 
(225-200-25 points). 

Cuban Infantry Squad: 4/2; 1S; 
TxLMG21, 1XMPL20, _8XRFL1; 
1XBDA, 1XBNC, 18xHGN3, 1xRDO, 
AXMPL20AMO (225-193-32 points). 


D. VICTORY CONDITIONS: The 
attacker gets one vietory point per controlled 
reference hex, and the defender gets two 
vietory points per controlled reference hex 
at game's end. 


SCENARIO THREE: “AMBUSH”? 


Ambushes are one of the most common types 
of modern engagements. These combats are 
sally very short. 


A. MAPBOARD TERRAIN; Only map- 
board panel 2 is used. 


1, 2 SOUTHEAST ASIA and 
SOUTHERN AFRICA: All dark green and 
‘green hexes, as well as the tree hexes 
considered to be tree hexes. Brown hexes 
are mud hexes in Mud weather, but other- 
wise clear hexes, Ignore all fences and 
hedges. 
3. CENTRAL AMERICA: All dark green 
hexes, as well as the tree hexes are con- 
sidered to be tree hexes. Brown hexes are 
coud hexes in Mud weather, but otherwise 
clear hexes. Hills arc height “"4" 
4. AFGHANISTAN: Tree hexes are con- 
sidered to be scrub hexes, dark green hexes 
without trees are considered to be clear 
exes, and brown hexes are considered to be 
ugh hexes. Hills are height “5”, and 
epressions are height “*—5". Roll dic: 
1-4", the road is paved—otherwise, the 
road is dirt. 


B, SPECIAL RULES: Game length is 3 
Tums. Attackers exit off either or both of 
he short sides (‘2-3" or *5-6"), and the 
sefenders off either or both of the long sides 
‘or “4"") of the mapboard. Decide 

hich side of the maphoard the attacker will 
ter by agreement or competitive die roll. 
Then, the defender writes down the hex 
ccations of all defending units—their facings 
and postures can be decided later when they 
are placed on the mapboard. EXCEPTION: 
If Option 18 is used, the facing and posture 
‘must also be written, A mine must be placed 
rma road hex on or beyond the mapbourd fold 
1 the opposite side from where the attacker 
enters, a roadblock may be placed in any 
od hex, and other defenders may be placed 

iy non-road hexes anywhere On the map- 
d. The attacker then moves onto the 
board and moves down the center road 
sng “bonus" Impulses. The attacker's 
‘may be in any formation, but every unit 
ust be moved singly in any desired order 
and so as to end a “bonus”? Impulse Phase 
adjacent to at least one other unit. No unit 
may enter more than three new hexes per Im- 
pulse, soldiers not riding in or on vehicles 
‘must ‘be Standing, and all attacking units 
must remain in road hexes on the center road 
srall times, All atfacking units may be moved 
during each *“bonus"* Impulse Phase. These 
‘bonus"” Impulse Phases continue until (1) 
2 mine is hit, (2) the defender announces that 
«is time to start—this can be announced at 
any time after the conclusion of the second 
bonus” Impulse Phase, even if the atacker 
+ inthe middle of a “bonus” Impulse Phase 


_ 


‘and not all units have been moved (the 
“bonus"* Impulse Phase ends immediately at 
that point), or (3) if Option 18 is used, and. 
a defender is “seen”. At this point all, 
defenders are placed in their plotted hexes, 
unless Option 18 is used, in which case only 
the units that have been “‘seen”” ure pluced. 
‘The defender then immediately gets a 
“bonus’” Impulse Phase with the normal 
‘number of Impulses during which any Ac- 
tions may be performed, followed by a 
bonus" Impulse Phase with the normal 
number of Impulses during which any Ac~ 
tions may be performed forthe attacker, af- 
ter which the sequence units are drawn 
normally for three normal Turns. 
WEATHER; Roll the die: “1-2""=Snow; 
“3-8""=Normal; '9-+""=Mud, Modify the 
die roll by “42” for Southeast Asia, 
Southern Africa, and Central America 
VISIBILITY: Roll the die: **1-6" = Ob- 
servation Condition 1; ""7-8"" = Observa- 
tion Condition 2; 9+" = Observation 


aining or Snowing (only 


in Afghanistan), 
FIRES (OP): Wet if Snow, Mud, Raining, 
or Snowing—otherwise Normal, 


C. OPPOSING FORCES: Select one of 
the following matchups or choose opposing 
squaals from the squad groups (see 14). Ifthe 
squad groups are used, the attacker's group 
number should be twice the defender's group 
number. If point selection of forces (Option 
26) is used, the attacker should have twice 
as many points as the defender. In all cases, 
the defender should be restricted to taking 
no more than one mine for a balanced game 


1. SOUTHEAST ASIA; 1965-1973: Select, 
cone of the defending forces and an opposing 
attacking force. 

a, DEFENDERS: 

(1) Viet Cong Infantry Squad (+): 4/2; 
18; 1XLMG6, 1xMPLI9, 1xMRT6, 
4XRELI, 1XRFL7, 1xPST3, 1xSMG4; 
19xHGN3 (‘'G" only), 3xMPLI9AMO, 
4xMRTGAMO; 2xDFx, 1xPMN1 or 
YMN1 (170-123-47 point) 

Q) AMERICAN LRP SQUAD: 4/3; 1C, 
1S, 1A; 2XGLR2, 2XREL6, 3XRFLIO; 
2XBPD, 2xNST; 11xHGN3_ and/or 
HGNS, 1xLPL3, 6xGLR2AMO; 
1xDFX, 1XPMN2 (170-135-35 points). 
(3) AUSTRALIAN INFANTRY SQUAD: 
4/2; 18, 1A; 1XLMG4, 1xGLR2, 
6XRFLI8, 3xSMGR; 1xNST, 1xSCP; 
19XHGN' 3 and/or HGNS, '2xLPL3, 


4xGLR2AMO; 1xDFX, 1xPMN2 
(170-127-43 points). 

b, ATTACKE! 

(0, NORTH VIETNAMESE: (340-271-690 
points). 

Ast Infantry Squad (+): 4/3; 1C, 18, 1A; 
IxLMG21, 1xMPL20, 1%PST4) 


6XRFLI; 1XNST. 
2nd Infantry Squad (+): 4/2; 18, 1A; 
1xMMG4, 1xMPL20, 6xRFLI, 
1XRFLT; 1XSCP. 

Extra Equipment and Ammuni 
3xBDA, 1xBNC, 40<HGN3 and/or 
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HGNS, 2xRDO, 8XMPL20AMO. 
@) American Mechanized Rifle Squad 
(+): 4/2; 18, 1A; 2XGLR2, 1xLMG4, 
8XRFLIO, 1 xRFLI9, 1xAPCS;2xBPD, 
2xNST; 12xBDA, 1xBNC, 30xHGN3, 
4, andor HGNS, 3xLPL3, 1xSHG, 
2xRDO, 12xGLR2AMO (340-259-81 
points). 

(3) South Korean Marine Squad: 5/3; 1S, 
1A; 1XLMG4, 1XGLR2, 9xRFLI10; 
2xBPD, IXNST; SXBDA, 1xBNC, 
27XHGNS, SXGLR2AMO (340-297-43 
points). 


2. SOUTHERN AFRICA; 1965 on: Select, 
‘one of the defending forces and an opposing 
attacking force. 

DEFENDERS: 

(i) Portuguese Infantry Squad (—): 4/2; 
18, 1A; 1XLMGS, 6xRELS, 1xSMGI2; 
1XBNC, 20XHGN 3, 4, 5, and/or HGN6, 
©XRGN2_und/or RGNS; 1XPMNI oF 
VMNI (150-115-35 points) 

(2) Rhodesian Light Infantry Squad (—): 
472; 1S, 1A; 1XLMG3, 7XRFLS; 1XBNC, 
21XHGNS, 3xRGN2_ and/or RFGN4: 
1XPMNI or VMNI (150-120-30 points). 
@) Angolan Infantry or Guerilla (ANC, 
FNLA, MPLA, SWAPO, UNITA) Squad. 
(4: 3/2; 18; 1xLMG20, 1xMPLI9, 
1XMRT6, 1 xPST2, 6xRFLI, 1xSMG4, 
5, 7,9, or 11; 1XBPD, 1XSCP: 1XBNC, 
18XHGN3 (''G" only), 3XMPLI9AMO, 
6XMRT6AMO; 1XDEX, 1xPMNI or 
VMNI (150-105-45 points). 

b. ATTACKERS: 

(1) ANGOLANS OR GUERILLAS, 
(FNLA, FROLOZI, MPLA, SAANC, 
UNITA, ZANU, ZAPU): (300-251-49, 
points). 

Ast Infantry Squad: 3/2; 
1XLMG20, 1XMPLI9, 
1xSMGII 

2nd Infantry Squad: 3/2; 18; 1xLMG20, 
9xRFLI. 


IC, 18; 
7*RELI, 


3rd Infantry Squad: 3/2; 1C, 1S; 
1xLMG20, 1xMPL19, | 1xPST3, 
7xRFLI. 

Extra Equipment and Ammunition: 
1XBNC, 36xHGN3 (‘'G"" only), 
‘6XMPLI9AMO. 

(2) CUBANS (1975 om): (300-225-735 
points). 

Ast Motorized Rifle Squad (—): 3/2; 1C, 
1S; 1xLMG21, 1xMPL20, 1xPST4, 


SXRFLI, 1 xRFLI9, 1XAPCI(BTRSOP), 
1xNST. 

2nd Motorized Rifle Squad (—): 3/2; 18; 
1XLMG21, 1XMPL20, 6%RFL1, 
1xAPCI(BTRSOP); 1 xNST. 

Extra Equipment and Ammunition: 
1XBDA, 1XBNC, 46xHGN3, 2xRDO, 
10XMPL20AMO, 

@) South African Mechanized Infantry 
‘Squad (1976 on): 5/2; 18, 1A; 2xLMGIS, 
9XRFLS, 1XIFVI1; 1XNST;_1XBNC, 
25xHGN4 and/or HGNS, “3xRGN4 
(600-268-32 points). 

3. CENTRAL AMERICA; 1975 on: Select, 
one ofthe following defending forces and an 
opposing attacking force. 

a. DEFENDERS: 

(D FAO Guerilla Squad (+): 3/2; 18; 


1XLMGS, 1xPST2, 6xRFLS,2xSMG7; 
1XSCP; 1xBNC, 17xHGN3 and/or HGNS 
(°G" only), 2XRGN2; 1XPMNI or RBL. 
(2120-96-24 points), 

(2) EDR or FMLN Guerilla Squad: 3/2; 
18; IXLMGI1, 8xRFLS, 1xSMG7; 
19XHGN3, 4xRGN2; 1 xPMNI or RBL 
120-91.29). 

@Q) Contra Guerilla Squad: 3/2; 1S; 
IXGLR2,_ 1XLMG4, _6XRFLIO, 
1xSMG7; 2xBPD; 1XBNC, 18%HGN3 
and/or HGNS ('*G" only), 5XGLR2AMO; 
1XPMNI or RBL (120-94-26). 

b. ATTACKERS: 

(@) Samozan Nicaraguan Infantry Squad 
(Gh 3/2; 18, 1A; 1XLMGIO, 3xPST1, 
4XRFLS, ‘1XRFLI3, 4XRFLI8, 
1XSMG2, 1XLTK2; 1xBPD, 1xSCP; 
1XBDA, LXBNC, 27xHGNS, 1xRDO, 
4%RGN2 (240-199-41 points) 

@) El Salvadoran Infantry Squad (At- 
lacatl Brigade): 4/3; 1S, 1A; 1XGLR2, 
1XLMG4, 7% REL10, 1XSMG7; 1xBPD, 
1xNST; 1XBNC, '26xHGN3 and/or 
HGNS, 1xRDO, 4XGLR2AMO 
(240-206-34 points). 

@) SANDANISTA NICARAGUAN: 
(240-201-39 points). 

Ist Infantry Squad (—): 3/2; 1C, 
1XLMG20, 1xMPL20, 
1 XNST. 


6XRELI; 


2nd Infantry Squad (—): 3/2; 18; 
1xLMG20, 5*RFLI; 1 xBPD. 

3rd Infantry Squad (—): 3/2; 18; 
1XLMG20, 3XRFLI, 1xRFLI9, 
1xSMG7. 

Extra Equipment and Ammunition: 
1xBNC, 26XHGN3,  2xRDO, 
3XMPL20AMO. 


4, AFGHANISTAN; 1979 on: The soviets 
are the attuckers and the Mujahideen are the 
defenders, 

Mujahideen Guerilla Squad: 4/3; 1S; 
1XMPL20, 3XRFLI, _4XRFL7, 
1xSMG10; 1XBPD; 8xHGN3_(“G" 
only), 3XMPL20AMO; 1xPMNI or 
YMNI (130-114-16 points). 

Soviet Motorized Rifle Squad (+): 4/2; 1C, 
18, 1A; 2XLMG4, 1xMPL20, 2xPST4, 
6XRFLI, 1xSMGil, 1 xIFV6(BTR6OPK), 
2XTRK4 (unarmed); 1XNST; 1XBDA, 
1xBNC, —1xRDO, —_29xHGN3, 
6XMPL20AMO (260-213-47 points). 


D, VICTORY CONDITIONS: Each side 
gets two victory points for each surviving 
soldier that exits the mapboard during Turn, 
3. Defending soldiers must exit off the long 
sides of the mapboard and attacking soldiers 
‘ust exit off the shor sides ofthe mapboard 
to get these vietory points, 


SCENARIO FOUR: 
“URBAN COMBAT” 


(Combat in built-up areas presents unique tac- 
tical problems. 


A. MAPBOARD TERRAIN: Consider all 
buildings to be constructed of stone. Only 
mapboard panel 4 is used. For the given op- 


posing forces, consider that all additional 
stories on the Building Card are used, For 
other opposing forces that may be used, the 
players may wish to “alter” the buildings 
to suit the area. For example, the buildings 
Could be constructed of other material, lower 
blocks could be represented by not using the 
Building Card (all buildings are only ane 
story high), or by ignoring the upper stories 
on Some of the buildings, et. 


1B. SPECIAL RULES: Game length is 5 
‘Turns. Units may exit the mapboard off any 
side or portion of a side encompassed by their 
setup hexes 

WEATHER: Normal. VISIBILITY: Con- 
dition 1. FIRES (OP); Normal 


C, OPPOSING FORCES: Select one of 
the following matchups or choose opposing 
squads from the following squad groups (see 
14): group 10 attacker vs. group 8 defender 
or group 5 attacker vs. group 4 defender. If 
point selection of forces (option 26) is used, 
the defender's total points should be 80% of 
the attacker's total points. 


1, HUE; South Vietnam, 1968: Setup the 
defenders anywhere on the mapboard in hex 
rows R to GG. Then, setup the attackers any- 
where on the mapboard in hex rows A to P. 
a, NORTH VIETNAMESE (DE- 
FENDERS): (800-636-164 points). 
North Vietnamese Infantry Squad (+): 
5/2; 1C, 18, 1A; 1xLCW2, 1XLMGZ0, 
1<MPLI9, 10%RFLI; 1 xBPD. 

Viet Cong Guerilla Squad (+): 4/2; 18, 
1A; 1XMMG6, 1xLMG20, 7*RFLI, 
1<RPL8, 1xRFL21 

Extra Equipment, Ammunition, and 
Defensive Units: 4xBDA, 1xBNC, 
40XHGN3, 2xRDO, "6xRGN2, 
15xXLCW2AMO, — 6%MPLI9AMO; 
2xDFx, 4XRBL, 4xSFX, 2XPMNI. 
b. AMERICANS (ATTACKER: 
(1000-881-119 points). 

Ast Marine Rife Squad (+ & —): 4/3; 1C, 
18, 3A; 1XGLR2, 1XLMG4, 1xPST1, 
1XRFLS, 8xRFLIO, 1xSMG2; 3XBPD, 
1xNST. 

2nd Marine Rifle Squad (+ & =): 4/3; 1S, 
3A; 2xXGLR2, 1XREL8, 9xRFLIO, 
1xRFL14; 3XBPD, 1xPNS. 

Extra Equipment’ and Ammunition: 
26XBDA, 2xBNC, 36XHGN3 and/or 
HGNS, 3XLPL3,'2xRDO, 1xSHG, 
15xGLR2AMO. 


2, BEIRUT; Lebanon, 1975 on: Setup the 
defenders anywhere on the mapboard in hex 
rows A to L. Then, setup the attackers any- 
where on the mapboard in hex rows M to 
GG. 

a. Christian Militia Squad (Defenders): 
3/2; 18; 1xMMG1, 2XPST1, 1xRFLS, 
3XRFLIO, 2XRFLI8, 1xSMGI0; 
1xBPD, 1xSCP; 1xBDA, 1xBNC, 
14xHGN3 ('G" only), 2xHGN8, 
1xLPL3; 1xDCH, 1XPMNI or VMNI, 
2XRBL (184-155-29 points). 

b. Moslem Militia Squad (Attackers): 3/2; 
18; 1xLMG20, 1XMPLI9, 2xPST2, 
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2xRFLI, 1XRFLS, 1XRFL7, 2XRFL21, 
2xSMG9, 1 x TRE (weapon 22); 1 xBPD, 
1xSCP; 1xBNC, 14xHGN3 ("G" only), 
3XMPLI9AMO (230-209-21 poims) 


D. VICTORY CONDITIONS: 
1, HUE: Each floor of building “L" con- 
trolled a the end ofthe game is worth 10 vie- 
tory points to either sie. 

1, BEIRUT: Each floor of building “A” 
controlled atthe end of the game is worth 
5 victory points to either side. 


SCENARIO FIVE: “ASSAULTS” 


‘These engagements represent formal attacks 
on prepared positions. 


A. MAPBOARD TERRAIN: Assemble 
the mapboard panels as shown, although the 
panels may be faced in any direction. 

1, BASE CAMP ASSAULT: Consider all 
tree hexes to be stump hexes. The road hexes 
in rows D, E, CC, and DD represent stream. 
(water) hexes 24 inches deep with the water 
surface at “—2"" heights, Bridge units should 
be placed in stream hexes 3D6 and 3E7 to 
show a bridge of 20 tons capacity. Consider 
all wood fences and building walls to be of 
‘bamboo construction. Roads are dirt 


a 7" 
S Attacker 
“<a Attacker 
— 


2. GOOSE GREEN: Ignore all fences, 
hnedges, and buildings (consider all building 
hhexes as clear hexes). All ree and well hexes 
are considered tobe scrub hexes, and all dark 
sgreen hexes are considered to be clear hexes, 

All brown hexes are considered to be rough 
hexes, as well as the standard rough exes. 

Hills are height ‘*6" and depressions are 
height "4". In addition, consider all road 
hhexes as rough depression hexes of height 
“*=2"* instead of as roads. 


3. HOLY WAR: Tree and hedge hexes are 
considered to be scrub hexes, and all dark 
‘green and light green hexes without tees or 


hedges are considered to be clear hexes. 
Brown hexes are considered to be sand 
hhexes. Consider all building walls and all 
fences to be of mud construction 


B. SPECIAL RULES: 
1. BASE CAMP ASSAULT: Game length 
is 4 Turns. Attackers may exit off the map- 
‘board side from which they enter and de- 
Fenders may exit off the opposite side. At the 
start of the game all attackers must make a 
sormal move onto the mapbourd in a 
“bonus” Impulse Phase. No combat Actions 
may be performed during this Impulse Phase, 
and the sequence units are drawn normally 
after its completion, 

WEATHER: Normal. 

VISIBILITY: Observation Condition 3, 
Night. 

FIRES (OP): Normal. 

2. GOOSE GREEN: Game length is 6 
Turns, The British may exit off any map- 
board side or portion of a side that is part 
of panel 3, and the Argentinians may exit off 
any mapboard side or portion of a side that 
is part of panel 1. The British get one 
“bonus” Impulse Phase after setup is com 
plete. Any desired Actions may be performed 
during this Impulse Phase, and the sequence 
units are drawn normally after its com- 
pletion, 

WEATHER: Normal. 

VISIBILITY: Observation Condition 3, 
Night. 

FIRES (OP): Wet 

3. HOLY WAR: Game length is 5 Turns. 

‘The Iranians may exit off any mapboard side 
that is part of pane! 3 and the Iraqis may exit, 
off any mapboard side that is part of panel 1 

WEATHER: Normal. VISIBILITY: Con- 
dition 1. FIRES (OP): Dry 


C, OPPOSING FORCES: Select one of 
the following matchups or setup scenario var- 
iants by matching the total points (see Op- 
tion 26) in a matchup, 


1, BASE CAMP ASSAULT; South Viet- 
nam, 1965-1975: This represents an assault 
on a portion of one face of a typical base 
camp. Select one of the defending and one 
of the attacking forces. Setup the defenders 
"yWwhere on mapboard panel 3 and/or on the 
‘mapboard panel adjacent to panel 3. The at- 
tacker starts off the mapboard, and may enter 
anywhere along their side after the defenders 
are setup. Note the crater units with the 
North Vietnamese forces that must be placed 
before the defender sets up. 

a, DEFENDERS: 

(1) American Green Beret Squad (+): 
6/3; IC, 18, 2A; 1XMMG4, 2xGLR2, 
9xRFLIO; 2xBPD, 3xNST; 12xBDA, 
22xHGN3 and/or HGNS, 2xLPL3, 


1xSHG, 12XGLR2AMO; 4XxABS, 
IXBKR, 2xDCH, 6xDFx, 3xDWR, 
1xPMN2, 1xTWR  (sandbagged) 


(680-532-148 points). 


(@) SOUTH VIETNAMESE: (680-504-176 


points). 
‘st Ranger Squad (+ & —): 5/3; IC, 18, 
1A; 1XGLR2, 1XLMG4, 1XPSTI, 


6XRFLIO; 2xBPD, 1xNST. 
2nd Ranger Squad (~): 5/2; 1S, 1A; 
1xGLR2, 1 xMMG#, 5xRFL10; 2xBPD, 
LeNsT. 

Extra Equipment, Ammunition, and 
Defensive Units: 6xBDA, 1%BNC, 
45xHGN3 and/or HGNS, 4xLPL3, 
12XGLR2AMO; 8%ABS, IXCAV, 
4xDCH, 4xDEX, 4xDWR, 2xPMNI, 
4xTNL, 2xTRN, 6xWIR. 

b. ATTACKER! 

() NORTH VIETNAMESE REGU- 
LARS: (900-744-156 points). 

Ist Infantry Squad (+): 5/2; 1C, 18, 14: 
1XLMG20,1xMPLI9, 2xPS8T3, 
6XRFLI, 1RELS, 1xSMGI1, 1 xLTK6; 
1xNST. 

2nd Infantry Squad (+): 4/3; 18, 2A; 
1xFTR, 1XMMGI, —_1xLMG20, 
1xMPLI9, 1xMRTI, 6XRFLI; 1XNST. 
Extra Equipment, Ammunition, and 
Craters: 4xBDA, 1xBNC, 4xDMC, 
75xHGN3, 4xRDO, 10xMPLI9AMO, 
14xMRTIAMO; 4 single and 3 double 
craters. 

@) VIET CONG: (900-660-240). 

Ist Infantry Squad (+): 4/3; 1C, 19; 
1xLMG20, 1xMRTI, | xPST3,6XRFLI, 
2x RFL21 

2nd Infantry Squad (+): 5/2; 18, 1A; 
1XMMGI, 1xMPLI9,  §xRFLI, 
1xSMG9. 

3rd Infantry Squad (+): 5/2; 18; 
1XLMG20,_1XMPLI9, 6*RFLI, 
1xRFL8, 1<SMG4. 

Extra Equipment and Ammunition: 
SXBDA, 2xBNC, 10xDMC, 120 HGN3 
('G" only), 2xRDO, 10xRGN2 (“G" 
only), IXSHG, 12XMPLI9AMO, 
16xMRTLAMO. 


2. GOOSE GREEN; Falklands, 1982: 
‘This represents a small portion of the attack, 
by the British 2nd Parachute Battalion on the 
Argentine 12th Infantry Regiment. The 
‘Argentines setup first anywhere on mapboard 
panel 1. Then the British may be setup any- 
‘where on mapboard pane! 3. 

a. ARGENTINES (DEFENDERS): 
(800-679-121 points). 

Ist Infantry Squad (+): 3/2; 18; 
1XLMG3, 1xPST2, 9xRFLS; 1xBPD, 
2xPNS. 

2nd Infantry Squad: 3/2; 18; 1XMMG3, 
9XRFLS; 1XBPD, 2XNST. 

3rd Infantry Squad: 3/2; 1S; 1xMMG3, 
8XRELS, 1XSMGIO; 1XBPD, 1xNST, 
1 XPNS. 

Extra Equipment, Ammunition, and 
Defensive Units: 3xBDA, 1xBNC, 
65XHGN3, 4, 5, and/or HGN6, 3x RDO, 
SxRGN2; 5xSFx, 5xWIR. 

b, BRITISH (ATTACKERS): (1020-883- 


137 points) 
Ast Parachute Squad (+): 4/3; 1C, 18, 2A; 
1XGLR2, 1xLMG3, _1xMRT12, 


4XRELI8, 4xSMG10; 2xNST. 
2nd Parachute Squad (+ & —): 4/3; 1S, 
2A; 1XLMG3, 1xMPL4, 1XRFL8, 
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4XxRFLI8, 1<SMG10; 2xNST. 
Extra Equipment and Ammunition: 
19xBDA, 1xBNC, 23xHGN3 and/or 
HGNS, 2xRDO, 4xRGN2, 5xGLR2AMO, 
2xMPL4AMO, 8XMRIT2AMO. 


3. HOLY WAR; Iran-Iraq Border, 1980 
‘on: This represents an Iraqi assault on a small 
portion of an Iranian-held town. Setup the 
Iranians first, anywhere on mapboard panel 
3. The Iranian player may designate any 5 
‘windows to be treated as loopholes of height 
“1° instead of as windows. Then setup the 
Iragis anywhere on the mapboard fold or 
back away from the Iranians on mapboard 
panel I. Note the crater units withthe Iraqis 
that must be placed before the defender sets 
up. 

a, IRANIANS (DEFENDERS): (475-394- 


81 points) 

Ast Revolutionary Guard Squad: 3/2; 1C, 
IS; 1XMMGS, IXPSTI, 6xRFLI8, 
2xSMGT. 


2nd Revolutionary Guard Squad: 3/2; 1S; 
3xRFLII, 4xRFLIS, 3xSMGT. 

3rd Revolutionary Guard Squad: 3/2; 15; 
1xGLR3+RFLI1, 3xRFLI, 4xRFLIB, 
2xSMGQ2; | xBPD. 

Extra Equipment, Ammunition, and 
Defensive Units: '1XBDA, 47xHGN3 
and/or HGNS (“G"" only), 2xRGN2, 
3XGLR3AMO; 2XxBLK, 1xDCH, 
1xTRN, 6 WIR. 

b, IRAQIS (ATTACKERS): (730-583-147 


points). 
Special Forces Squad: 4/3; IC, 18, 1A; 
1XLMG20,_1XMPL20,  {xPST4, 


3XRFLI, 1 xRFLI9, 2xSMGI0; 1xBPD, 
AxNST. 

Ist Infantry Squad: 3/2; 18; 1xLMG20, 
1xMPL20, 6xRFL1, 1xRFL21, 
1xSMG4. 

2nd Infantry Squad: 3/2; 18; 1xLMG20, 
1XMRT1, 8XRFL1, 1XRFL21. 

Extra Equipment,’ Ammunition, and 
Craters: 4xBDA, 1xBNC, 2xDMC, 
89XHGN3, 3xRDO, 8xMPL20AMO, 
10XMRTIAMO; 2 single and 2 double 
craters. 


D. VICTORY CONDITIONS: 

1. BASE CAMP ASSAULT: Both sides get 
‘one victory point per building controlled at 
‘game's end. The bunker or cave (with tunnel) 
is considered to be the camp headquarters, 
and is worth three victory points to the 
defender and ten victory points to the attacker 
if controlled at game's end. 

2. GOOSE GREEN: There are eight hills 
‘on mapboard panel 1. Both sides get three 
victory points per hill controlled at game’s 


3. HOLY WAR: Both sides get two victory 
points per building controlled at game's end. 


SCENARIO SIX: 
“TANK KILLERS” 


Screening armored fighting vehicles from 
enemy anti-tank missles is an important task 
for modern infantrymen. 


A. MAPBOARD TERRAIN: The pancls 
may be placed facing in any direction, 


Ist Motorized Rifle Squad: 3/2; 1C, 18, 
1A; 1XLMG4, 1xMPL20, 5*RFLI, 
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1, SINAI: Tree hexes and dark green hexes 
sare considered to be clear hexes, light green 
hexes are considered to be scrub hexes, and 
brown hexes are considered to be sand hexes. 
Hills are height ““4’" and depressions are 
height ““—4"". Ignore all buildings (consider 
as clear hexes), fences, and hedges. Roads 
are dirt, 

2, WESTERN EUROPE: Ignore the build- 
ings, and consider them to be clear hexes. 
Roads are paved. 


B. SPECIAL RULES: Game length is 6 
Turns. Defenders may exit off the sides of 
panel 3, attackers off the sides of panel 1 
WEATHER: Normal. VISIBILITY: Con- 
dition 1. FIRES (OP): Normal. 


C. OPPOSING FORCES: Select one of 
the following matchups or setup scenario var- 
iants by matching the total points (see Op- 
tion 26) in a matchup. Setup the defenders 
first anywhere on mapboard panel 3. Then, 
setup all attacking soldiers except for those 
‘required for vehicle crews anywhere on map- 
board panel 2. Sctup all attacking vehicles 
and their crews on mapboard panel 1, no 
‘more than 4 hexes from the mapboard side 
farthest from mapboard panel 3, 


1. SINAI, 1973: 

. EGYPTIANS (DEFENDERS): (630- 
577-53 points), 

Missile Squad (+): 4/2; 18, 2A; 2xMSL4, 
1 xMPL20, 6XRFL1, 1xSMG9; 1BPD. 
Paratrooper Squad: 4/3; 18, 1A: 
1%LMG23, 1XMPL20, | 7XRFL1 
1XNST. 

Extra Equipment, Ammunition, and 
Defensive Units:| 1xBNC, 1XCBX, 
24xHGN3, 2X%HGN7, | 2xRDO, 
6XMPL20AMO; 1xVMN3. 

b. ISRAELIS (ATTACKERS): (1260- 


1203-57 point 
Armored Squad: 4/2; 1S, 1A; 2xPST2, 
2®RFLS,  1XRFLI3, 3XSMG7. 
2xMBTIO. 


Infantry Squad (+): 5/2; 1C, 18, 1A; 
1<LMG3, 1xPST2, 8x RELS, 1 xSMG7_ 
Extra Equipment: 1 xBNC, 37xHGN3, 4, 
and/or HGNS, 8XRGN2 and/or RGN4, 
1xRDO. 

2. WESTERN EUROPE, 19805?: 

a. Canadian Mechanized Infantry Squad 
(G)Defenders): 4/3; 18, 2A; 1XLMG3, 
IxMPL6, 1xPST2, 7XRFLI8, 2xSMGI0, 
IXTDR6; 1XNST, 1xSCP: 12xBDA, 
IXBNG, I4XHGN3 and/or HGNS, 2xLPL3, 
1xRDO, 2XMPL6AMO; 2RBL, 2XSFX, 
2xWIR; 1XVMN2 (675-603-72 points). 

b, CZECHS (ATTACKERS): (965.918-47 
ints). 

Rimored Squad: 3/2; 18, 1A; 2xPST3, 
XRFLI, 4X$MGI1, 2xMBT15(T55—no 
"B"" weapon position, no "'L”” equipment). 


1XRFL8, 1XSMG11; 1xNST. 
2nd Motorized Rifle Squad: 3/2; 1S, 1A; 
1xLMG4, 1xMPL20, 6xRFLI; 1XBPD. 
Extra Equipment and Ammunition: 
1XBDA, 1XBNC, 24xHGN3, 2xRDO, 
7xMPL20AMO. 


D. VICTORY CONDITIONS: The at- 
tacker gets 10 points for each undestroyed 
vehicle that is located in any hex, hexes, or 
partial hex on mapboard panel 3 at game's, 
end. 
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